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From The Managing Editor 



Commodore Takes the Amiga to Education 



Computers and education have long 
been a strong combination. Once the 
p>ersonal computer was available to the 
general public, educators quickly began 
using them in instruction as well as 
administrative roles. The first educational 
computer programs were little more than 
drill routines and examinations. The 
students responded to a series of random 
questions and the results were graded. If 
the students passed the lesson's required 
skill level, they were presented with the 
next lesson and if they failed to achieve 
an adequate score, they were returned to 
the lesson for review and re-testing. 

Later, other aspects of the computer's 
ability were used. Graphics and sound 
were introduced to reward correct 
answers. Soon programs were created 
which avoided answers completely and 
provided instruction through stories and 
interaction. Now, Commodore is focusing 
the Amiga at even greater educational 
needs. 



Commodore and Education 

At one time, Commodore commanded a 
large portion of the educational 
computer market. The Commodore Pet 
was a pioneer in the quest for "computer 
literacy." However, due to time, 
economy, competition, and internal 
company policies, Commodore lost this 
edge. In the last year, Commodore 
Business Machines has launched a 
multipart program of advisors, grants, 
special promotions, and video tapes 
aimed directly at the educator. Now, it is 
apparent that CBM wants to regain their 
position, and they believe the Amiga is 
the way to do it. 

Commodore began by creating an 
Educational Advisory Board consisting of 
professors, teachers, principals, 
educational dealers, and business 
executives. Commodore went further by 
creating their Desktop Video Grant 
Program which awarded an Amiga 2500 




Commodore's Amiga Video, Amiga — Creativity in the Classroom 

The Amiga is presented as an extension of a student's creativity. 



with a hard drive, genlock, monitor, and 
a variety of software to each of its twenty 
winners. 

This spring, Commodore began a special 
promotion directed at educators. They 
bundled an Amiga 500 with memory 
expansion and a 1084 monitor for 
5999-00. They also announced that 
Amiga 2000 systems and Amiga 2500 
bundles would be offered at a special 
educator's discount. 

Now Commodore has released a video 
tape aimed to excite the educational 
market in the potential and cost effective 
use of tlie Amiga in education, (See the 
article "Commodore's Educator" on page 
17). In the video, Commodore 
demonstrates the Amiga's use in several 
grade levels and aspects of education. 

One of the most amazing aspects of this 
video is what it lacks. All of the 
operations and advancements 
demonstrated by the students are 
performed with commercial software 
packages. None of the students are 
shown programming the Amiga. And, 
although the Amiga is heralded 



throughout the video as an advanced 
and powerful computer, litUe is said 
about the actual hardware configurations. 
The entire line of Amiga computers, from 
the Amiga 2500 to the Amiga 500, is 
shown without demonstrating their 
differences. 

The effort by Commodore is obviously to 

showcase the Amiga's abilities in a 
classroom environment without scaring 
the potential Amiga educator with a 
technical presentation. The video is 
constructed to show the Amiga as a tool 
for creative expression instead of a 
computation device. While the Amiga is 
certainly an advanced tool for art, music, 
video, and education in general, it is 
unfortunate tliat the video did not stress 
the computing languages and materials 
available to students to manipulate and 
create their own programs on the Amiga. 

Most people feel the strength of a 
computer in an educational environment 
is based on how many educational 
extensive programs exist for that 
machine tliat are educational extensive. 
In this video, Commodore has shown 
that the best use of a computer in an 
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Mac-2-Dos lets you read and write 
Macintosh diskettes on your Amiga! 

Mac-2-DDs gives your Amiga the power to read and write files 
to and from 400l< and 800k Macintosh floppy disks using a 
standard Macintosh-compatible 3.5-Inch external floppy 
disk drive connected to your Amiga. 

Here are a few typical Mac-2-Oos uses: • Amiga 
users can nov; have access to the extensive 
variety of Macintosh clip art available on 
Macintosh disks! • Amiga users can now 
take their Amiga PostScript files (on a 
Macintosh diskette) to most any typeset- 
ting service bureau to be output on profes- 
sional typesetting equipment! •College stu 
dents v^ho are required to have a pricey Macintosh 
can now choose the Amiga and still meet the require' 
ment of being Macintosh compatible! • Amiga users can 
transfer all kinds of files, like word processing and desktop 
publishing files, spreadsheet files, or database files. • Musi- 
cians can quickly and easily transfer Standard Midi Files (SMF) 
between the Macintosh and Amiga! 




Mac-2-Dos includes a custom hardware interface, driver soft- 
ware, file conversion software, and, optionally, a Mac-compat- 
ible 3.5-inch floppy drive. The hardware interface plugs into 
the Amiga external disk drive connector or into the last external 
drive of the daisy-chained disk drives. The Mac drive 
draws its power from the Amiga. 

PACKAGE A: Package A includes a custom hardware 
interface, fiie transfer software, and file conver- 
sion software. Only $99.95' 
PACKAGE B: Package B includes a custom 
hardware interface, file transfer software, 
file conversion software, a Mac-compat- 
ible 3.5-inch floppy drive, and a software 
driver to allow the Mac drive to be used to 
read and write standard AmigaDOS diskettes as 
well. Only $349.95' 
LIMiTATIONS: Mac-2-Dos is a disk fiie transfer utility pro- 
gram; it is not a communications program, nor is it a Macin- 
tosh emulator. It DOES NOT permit Mac programs to run on 
the Amiga. 

" Plus S3, 00 shioping/handling, ' Plus S5,00 shipping/handling 
CO residents add appropiiate sales tax. 




Tlie FASTEST Hard Disl< Bacl<up Utility! 

"Many in the Amiga community consider Quarterback V2.2 the standard 
ol our community,... My overali impression of Quarterback is smooth 

and complete For the average Amiga harddrive owner. Qoarterback 

is Sim Ihe utility of choice," 

- Steve Dock. The Amiga Sealry. March. 1989 

"...Ouartertjack is the program I've chosen lo keep my hard disk backed 
up ... Given the added power and lower price of Quarterback, it would 
be my first choice for a hard disk backup program.' 

- MMhew Leeds Commodore Magazine, June. 19S9 



"The fastest of the lot. Quarterback V2.0 copied my 4.3 megs to five 
floppies in four minutes and fifty seconds. The user interface is smooth 
and intuitive, the process painless and reliable, and the speed a good 
sigh! better than even second runner up.... There are just enough 
gadgets around to maise things easy, and not so many as to make them 
confusing. This is the program we use to back up our hard disk and 
Bernoulli data." -MarkR. Brown. INFO *26. May/June. 1989 

Only $69.95 Plus S3.00 snipping and handling, CO (esidems art-j sales tai. 

Coming Soon! QUARTERBACK TOOLS 

A collection of high-quality user-lriendly utilities. 
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Transfers MS-DOS 
and Atari ST files 
to and from 
AmigaDOS! 



It transfers both binary (pure data) and ASCII {text) files. 
Let D0S-2-DOS be your PASSPORT 
to the world of foreign disk formats. 

Only $55.00 

Plus Sa.OO sMupIng and Handling. CO (esidenis add agipropriaie sales lax. 
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Central Coast Software 

424 Vista Avenue 
Golden, Colorado 8040 
Phone 303 /526-f 030 
FAX 303/ 526-0520 i 

Dealer Inquiries Welcome 



circle 145 on Reader Service card. 
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Now available ... 40 famous and challenging golf 
courses for your MEAN 18: Ultimate Golf™: 

U.S. open Courses I: Shinneeock Hills, Merlon. 

Winged Foot, Bellerive & The Country Club 

(Brookllne). 

U.S. Open Courses II: Oak Hill, Medtnah #3, 

Olympic Club, Baltusrol and Champions. 

PGA Championship Courses: Oakmont. 

Firestone. Pinehurst #2. Oakland Hills & Soutfiern 

Hills. 

British Open Courses: Muirfleld. Sandwich. 

Carnoustie, Royal Birkdale & Royal Lytham & St, 

Annes, 

PGA Tour Courses I: Doral, Torrey Pines, TPC 

Sawgrass, Cypress Point & Indian Wells. 

Famous European Courses: Sotogrande (Spain), 

Chantilly (France). Hoylake (England). Falslerbo 

(Sweden), and Club Zur Vahr (Germany), 

Classic American Courses: Seminole, Pine 

Valley Cherry Hills. Spyglass Hill andThe National. 

Great Resort Courses: Muirlield Village. Eagle 

Ridge, Mission Hills. Dorado Beach and Banff 

Springs. 

Each of the 8 3 Vj" diskettes contains five exciting 
courses. Write for further information or send just 
S20 each disk, US currency. (Shipping, handling, 
overseas mail included!) Send your check or money 
order to 

MOONLiGHT DEVELOPMENT, 

,^_— 329 Shoreline Place, Decatur, IL 
^^ ^^ 62521. Pleaseallow 2-3 weeks lor 
^^r ^^1 delivery. 



M«an ^a: l^i.Tviia Gb^ .s a Traoerrat ol Accotade 
AMIIU 5 a I'aOBTiaJ^ of Co^rrodwB-AjTiga. In<: 



Circle 190 on Reader Service card, 

educational background is :o use the 
computer as a tool. 

By allowing students to perform 
applications in the pursuit of other tasks, 
the students have not only learned how 
to use the computer and continued their 
education, but they have gro^Ti in the 
concept that the computer is a tool. The 
computer becomes an appliance of 
learning rather than the subject of 
lessons. 



Education and You 

Why should education be of interest to 
all Amiga users? The reasons Amigans 
purchased an Amiga are as diverse as the 
individuals themselves. Each of us look 
at the computer and see different 
applications. For most individuals, 
education alone is not a prime 
inducement. 

We do learn with the Amiga, Like the 
students in Commodore's presentation, 

we grow each day by applying the 
Amiga. By working on individual 
problems and utilizing software and 
hardware combinations to achieve a 
goal, we expand our knowledge and 
abUity. 

Each project becomes easier with the 
knowledge of the last, but we are not 

satisfied. We continue to improve by 
making the next project more complex. 
With each project, we use more features 
of the software and hardware available. 
In time, we gain new abilities. We grow 
and, as the early Amiga advertisements 
said, the Amiga does provide tlie creative 
edge. 

Going the next step 

It is comforting to know we are 
becoming more familiar with the 
potential of the Amiga. Howe\'er, there 
are ways to be even better Amiga users. 
You can learn more about your Amiga 
and advance Amiga use in total by doing 
one simple thing, help a kid. 

Children are the hope and future for all 
of us. They posses one aspect of 
knowledge that we have tried so hard to 
lose, their innocence. There is not a 



single Amiga user who would not benefit 
from working with his brother, daughter, 
cousin, or neighbor on the Amiga. 

Besides the obvious opporiunicy of 
playing the latest arcade game under the 

guise of "demonstrating" the Amiga, 
children can ask questions and provide a 
perspective on things we are sometimes 
too busy to notice. Children see things 
differently and want to understand 
totally. Once excited, a child is 
completely involved in a project. 

Young people are problem solvers and a 
computer will encourage them more than 
anything else. The one-to-one 
relationship between a young person 
and the Amiga allows a young Amigan to 
see instandy whether they are on the 
right track. Nothing is more exciting than 
watching a child overcome a difficult 
problem. Their success becomes our 
success. Soon they begin teaching us. 

An Amiga Education 

Education on die Amiga is more dian a 
long list of "educational programs". It is 
the ability to learn and develop through 
using more and more tools, It doesn't 
matter whether you are using a word 
processor, a spreadsheet, a paint 
program, or an adventure game (a great 
tool for teaching logic and mapping 
skills), each time you or your friends 
(young and old) sit down to the mouse 
and keyboard, you are on an adventure. 
You start with a task and end with an 
achievement. And, through your efforts, 
have enriched yourselves. 



•AC' 




Front "Amiga — Creativity in the Classroom" Students attempt a variety of tasks on the Amiga. 
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Simply The Best 
Amiga Hard Drive, 



Before you buy a hard drive, look around. Look closely. Compare speeds, but also look at interfaces.. .Software. ..Value. 
We think you'll agree thiat SupraDrives are Simply Thie Best Amiga Hard Drives. Here's wtiy ... 

Breakthrough Speed. 

SupraDrives give you access times as low as 1 1 ms. and data transfer 
speeds of over 500K/sec. (Amiga® 2000) or 326K/sec. (Amiga 500). 
Features like full support of Workbench™ 
1 .3, the Fast File System (FFS), and 
multitasking make these drives FLY. 




SUPRADRTVE 
HARD CARD 
FOR AMIGA 2000 

with re\'olutionar\' new 
WORDSYNCT" INTERFACE 



Each SupraDrive for the A500/A2000: 

Autoboots directly from FFS partition • 
Interface allows super smooth video, 
sound, etc., with no rude interruptions 
for hard drive access • Compatible 
with Bridgeboard™ , RAf^, digitizers, 
other boards • Supports MS-DOS disk 
partitions with Bridgeboards • installs 
easily • Pre-formatted & ready to use 

• Includes 2 floppy disks of software & 
clear, thorough manual • Fine tuned 
assembly language driver software • 
Blind data transfers improve speed 3x 

• Knowledgeable tech support • 
Interlaces also available separately 

SUPRADRIVE 
FOR AMIGA 500 

with AMIGA BUS PASS-THROUGH 

lor unlimited expansion • 

OPTIONAL 2MB RAM 




All Supra Products 
Are Made in the U.S.A. 



bW!sy Sup.raJ'ormat gpfia 



State-of-the-Art Interfaces. 

Supra's interfaces (included with every 
SupraDrive) give you innovative features 
no one else can match. The revolution- 
ary WordSync^" Interface transfers 16 
bits at once, which gives A2000 Supra- 
Drives Df\/IA speed without DfulA hassle. 
The A500 interface passes the Amiga 
bus signal through to your other peripherals; 
without Amiga bus pass-through, your system 
is severely limited. And all Supra interfaces 
feature SCSI ports for easy daisy-chaining. 

The Best Soft^^are. 

After installing the drive, you'll be glad you 
have Supra's full array of powerful, easy-to- 
use software. SupraFormat makes formatting 
a breeze and lets you use up to 30 partitions 
and various file systems — FFS, fwlS-DOS®, 
Unix, fvlacintosh™, and more! SupraEdit 
lets you access low-level Amiga system 
information, and other included programs 
make using a hard disk fun and easy. 

Irresistible Value. 

All this is available at a price you'll love. 
Look into it! Only Supra Corporation — 
an experienced company with a proven 
commitment to the Amiga and its poten- 
tial — gives you such an attractive 
alternative: The SupraDrive. It's 
Simply The Best Amiga Hard Drive. 




SupraFormat 



twin l.ti (il IW1 



1. ttimi 1 iniii k 




Included Software 



Ask your dealer for details, or call: 

Supra Cor/joration 



1 1 33 Commercial Way Albany, OR 97321 503-967-9075 
ORDERS: 1-800-727-8772 



SupraDrive, WordSyrtc. SupraFormat. and SupraEdit are trademarks of Supra Corp. Amiga is a registered trademark and Workbench is a 
trademarif of Commodore-Amiga, inc. MS-DOS is a registered trademark of Microsoft Corp. Macintosh is a trademark of Apple Computer. 
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Big Machine On 
Campus 



1 J// 
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The Amiga plays a major role at the CSU Summer Arts program 

byJoelHagen 




Like a Robert DeNiro 
mome: ominous 
scenesfrom, "The 
Hit", an animation 
by Neal Stillman. 



Imagine an Amiga class taught by 
5D and animation maestro Steve Segal, 
digitizing and rotoscope expert Gene 
Brawn, and performance professionals 
Rob Terry and Jody GUlerman. Twenty- 
five students participated in that class this 
past July, turning out remarkable work in 
marathon sessions. I was the fifth Amiga 
specialist teaching there, specializing in 
paint techniques. 

The class was part of the largest 
interdisciplinary arts program in the 



Western United States. Humboldt State 
University in the Northern California 
coastal redwoods was home to the fourth 
year of the CSU Summer Arts program. 
Each summer, tlie nineteen campuses of 
the California State University system 
pool their efforts and their budgets to 
allow students to "perfect their artistic 
skills through interaction with world- 
renowned professional artists," as the 
catalogue puts it. For four weeks, the 
campus is alive with activity from 



electronic music to chamber groups, 
dance to opera, video to figure drawing. 
Outside, audiences were also privileged 
to see many of these guest artists on 
stage in the spacious auditorium. During 
the four weeks, hardly a day went by 
without a public performance or lecture. 

Initiation 

The computer graphics class is 
always extremely popular. Students have 
a wealth of equipment at their disposal, 
including sixteen Amigas, six color Mac 
II's, and four or five Targa systems 
running Tips and other graphics soft- 
ware. There were laser printers, HP 
Paintjets, scanners, cameras, digitizers, 
framegrabbers and video editing systems. 
A full interactive performance room was 
set up with Amigas, a Fairlight board, 
nVE!, a MindLighc 7 system, and Man- 
dala. The students never had fewer than 
three instructors, and at times as many as 
seven. Monitors were glowing virtually 
around the clock, and it was not 
uncommon for instruction to still be 
going on after midnight. 

The man responsible for initiating 
this program is Chico State an professor 
Steve Wilson. In addition to liis work in 
traditional media, Wilson has a penchant 
for electronics and was building his own 
computers before most artists were even 
aware of diem. With the advent of 
sophisticated, affordable computers and 
graphics software, Wilson is a persuasive 
advocate for their infusion into the arts. 
He sees the computer as a means of 
accelerating learning, as a superb tool for 
tinkering with ideas, for enjoying the 
immediacy of experimentation. His 
suggestion to us for conducting classes 
was to bombard the students with rools, 
techniques and ideas; give them more 
than they could absorb with die idea of 
making them aware of the myriad of 
possibilities that exist for an artist using 
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BREAKING THE SPEED BARRIER 

New 25Mhz 68030 Upgrade Kit from GVP m 
Puts Ibmorrow's Perfomiance in Your A2000 Ibday 



SPEE5 25Mhz 68030 CPU and 68882 

FPU with fully implemented 
BURST mode 32-bit memory. An 
order of magnitude faster than A2500. 

""""'"•r Up to 8MB of State-of-the-art 
NIBBLE MODE 32-bit DRAM 
memory averages zero waitstatcs 
during 68030 BURST mode. 

EF?ie»y;CV Built-in Hard Disk Con- 
troller direct on 32-bit bus keeps ALL 
A2000 expanston slots free even 
when our hard disk is installed! 

QUAEJT Backed up by GVP's unique 
full one year warranty. 






Amiga is a registered lradomarl( of CommodarcAmiga Inc 
IMPACT and GVP are Iraaemarks ot Gtoal Valley Producis, Inc 



> Accelerator 

B32-bK Wide Ram Expansion 

..Haiti Disk Drive 




ftSOOl, 25Mhz 6fiO30/68882 
Upgrade Kit Technical Highlights: 

• Asynchronous 68030 design allows high 
clock rates and GENLOCK compalibllity. 

• Factory installed 25Mh2 68882 iioaling 
point processor, twice as fast as the older 
68881 chip. 

• Fully DMA-able AUTOCON-FIGured 32-bit 
wide memory. Up to 8MB. 

• Built-in AUTOBOOTIng hard disk contruller 
supports up to two 40 or 80MB drives 

( 11 /ligms access). 

• Selectat)le 68000 (all-back mode tor full 
ffoppy-based game compatibility 



GREAT VALLEY PRODUCTS INC. 

Circle 1S8 on {Reader Servfce card. 

For more information, or for your nearest GVP dealer, call today. Dealer inquiries welcome. 
FAX (215) 889-9415 • (215) 889-9411 • BBS (215) 8894994 

225 Plank Ave, Paoli, PA 19301 



computers. We surrounded tliem widi 
tools and software, showed them how to 
use them, and stayed with them into the 
night to answer questions one-on-one as 
they took off with their projects. The 
results were impressive. 

The secret of the event's success 

The success of this program is 
probably due to many factors. In the first 
place, tlie course is well designed by 
Steve Wilson. The students are highly 
motivated, and have chosen to attend 
this program ratlier than spend their 
summer another way. This is a far cry 
from the average junior college student 
looking for three easy units to slide 
through. The caliber of talent was high. 
Because so many more students apply 
for admission to the class than can be 
accepted, an initial filter is achieved by 
examining slide portfolios. .Vlany of the 
students are working professionals in the 
arts. Of great imponance was sufficient 
hardware. Each student had a computer 
available day and night, no waiting. 
Computer projects seem to require long 
blocks of uninterrupted time. This need 
was filled at Humboldt with the flat-out 
intensity of a "studio" atmosphere, 
instead of the sluggish time-clock 
creativity of the classroom. 

As a long time freelance artist, I 
want to emphasize this last point. A 
studio atmosphere is elusive. At times, it 
happened at Humboldt. When creative 
people are working togetlier in one 
room, trying new techniques and 
exchanging ideas, an interesting environ- 



ment can emerge. Good ideas propagate. 
Fatigue, with camaraderie, becomes 
intensity. Stress becomes a Sundance and 
marvelous solutions emerge from 
mundane problems. More than once with 
die students, I saw the Guru trash a day's 
work only to see a superior \'ersion 
emerge by sunup. I often saw one 
student's good idea picked up by others 
and played like visual jazz, variations on 
a theme. ALso, students helped each 
other, teaching tecliniques learned earlier 
in the day. I tliink there is no better way 
to imbed new knowledge than to 
immediately teach it to someone else. As 
it happens, I am talking about a summer 
arts program. I could as easily be talking 
about a user group or just a handful of 
local Amiga enthusiasts who decide to 
get together and jam every couple of 
months. There is always plenty of solo 
Lime. Occasional full immersion in that 
elusive studio atmosphere pays rich 
rewards. 

Perhaps the lab situation on 
campuses could be altered a bit to foster 
this atmosphere. Many computer labs are 
mixed graphics and business. Loud 
brainstorming around the Amigas by ait 
students disturbs the business student 
typing his term paper. A special graphics 
night might be established in diese labs 
with extended hours for late nighters. 
Enough computers to accommodate 
se^'cral students is, of course, critical to 
the flow of learning. This brings up one 
of Che Amiga's obvious advantages — its 
low cost. For instructional purposes, the 
combination of price and power is 



unbeatable. For a student headed toward 
a career as a professional graphics artist, 
solid experience on die Mac is essential. 
It is the standard tool in most graphics 
firms. But for instructional purposes in 
everything from design to video, 
painting, animation and ray tracing, 1 
don't think there is a better choice than 
the Amiga. One student, an art teacher 
by profession, was particularly excited 
about teaching color tiieory on the 
Amiga. He saw it as a way of getting 
right to the concepts without having 
students bogged down in die frustradon 
over learning to mix and apply paints. 

The Amiga's role 

I was fascinated to see several of 
the artists who were starting out on the 
Amiga eager to get over to the "big 
machines" in the other room; the Macs 
and the Targa boards. After a couple of 
days, many came trickling back into the 
Amiga room and booted DPaint III. They 
had liked the resolution, the color, die 
stable image of the other systems, but 
the intuitive nature of the Amiga and 
software like DPaint was compelling. 
Again and again I heard the same thing, 
"the Amiga is more fun." 

One specific advantage the Amiga 
has over other systems is its facility widi 
animation. This became the main focus 
of many of tlie students. Although 
beautiful images were being produced in 
die Mac/Targa room, toward ±e last 
week the Amigas were booked solid day 
and night. I heard one .stiident grumble 
from die doorway, "Oh well, I guess I'll 





Scaty momlers and super creeps.- scenes from "Stormy Night", an animation 
by Dean Wellins done in traditional eel animation style using DPaint III. 
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go back and work on the Everex for a 
while, but call me if an Amiga opens 
up." Animation was the "Amiga faaor" 
above all else. 

This campus is bopping 

Steve Segal gave a great demon- 
stration of traditional eel technique 
using DPaint. This was the direction 
most of the artists followed. He also 
showed Sculpt-4D to a fascinated 
crowd, but no one really pursued it. 
The immediacy of DPaint, Animator, 
The Director and Photon Paint seemed 
more alluring. Gene Brawn showed his 
rotoscoping methods in detail, and 
several students followed that lead 
with excellent results. I introduced a 
few students to The Director so they 
could incorporate special effects and 
titling into ANIM's created with DPaint 
and FrameGrabber. 

With so much interest in anima- 
tion, RAM became a critical issue. Four 
20OO's had 3 meg, and one had 7 meg, 
a 68030 and fat Agnus. The rest of the 
machines were 50O's with one meg. 
These were fine for basic work and 
any painting, but they topped out 
pretty quickly on animations. Students 
resorted to producing animations in 
short segments to append together 
later on the larger macliines. Memory 
conservation became a valued craft. 
Students soon learned to close the 
Workbench and avoid running back- 
ground programs like virus checkers. 
We also had the advantage of good 
insert editing video equipment. 
Students could produce long anima- 
tions in segments, as in the two pieces 
illustrated here, then assemble them at 
the video stage, adding a soundtrack. 
The memory issue was somewhat 
circumvented and, thanks to the skilled 
video coaching of Rob and Jody, the 
results were very professional. 

The animation frames shown 
here demonstrate the variety of 
approaches students took in their 
work. "Storaiy Night", by Dean 
Wellins, was done in traditional eel 
animation style using DPaint III. Each 
segment was first rendered as line 
drawings, then colored with the FILL 
tool after checking continuit}'. The 
piece runs remarkably smoothly since 
Dean had the skill and patience to 
design the piece for a 15 frame-per- 
second play rate. This requires subtle 
incremental changes frame by frame 



whe-n it comes to coeceae iih,^ tke,Amiaa.kasKo€mt6iiioucdtk&o.cce-pta>.. 



tktsptciaiu-aiaco^tke/imi^. Tnenm/mMse^s^ntiipo^SauCiJiu'sea. i,?(j 
keidits (Jane, tKeetm k tke, Fm At^ts BtufJiK^ on the C&JKoleK CoMpe.e ff^ 
Cfme/<'S/t^. Su^nl^lfismapcmm^tokmdttsi'e^iJm^iusckeduiedmestma^a^ ., 

Those kt&i<-este.d IK attcitdim the, meeting can cmoi'- wi'-ite, the, SuAOf^. (See, th&phsife 
Huixici^ and add'-essSc foul./ 

The June me&tma, ie^Jast a^tei^ 7pm with the usmf ei<fanintmaf items, Sat the 
meeting cenciaded with a pi'-esentatisn if ri-e^essoi- Mar-ia Pamzzio^the Rat^e.i^s Fine 
Afts Depmtment. Pi'-o^essoi-- Paiazzi and Fdaei^s ^niu-ei-situ ham pat ta^ethei^ oajte a 
poweii'^u.i setup ^(!i<- ^'■aphic a/^ts students/ The one-y,e,aj>~oiiiiai houses six. AZOOOs^ each 
with 3 me^ahgtes a^memeiy. Fach 2000 is Hetwor-ied to a Sax 3/60 wotistation thi^omh 
an Amei'-istoj'- Fthei^net caj^d. The San has tm Wme^ahate d'si d/^iiKS ^om a/hieh th 
students aj^e assihnedma^£s'pace. The fshiSuSedhu. the (fi*aphio Ai*ts ca/^i^ieaitm, hat 
students ^i^m the Compatei^ Science depar-tment w-e Sea-innivf to show an intei^estin doini'' 
"■'"thics-i^eiatedpi^oar-Qmming, on the A—'"- ^""^' ""'" ^-^ "-"■'— -^■■—-J^i-*-^J- -^~ 



le Pi^ajfwoi^is themp/^etta har^dO The 



^iuliothdi-iifes twice a semester-. (Soil 
students can aseiiies on the San the SO.-.^ . 

A^w shPro^essof Pafazzis students created same t^er^ interesting animations 
which were shown an a u-ideotape made i^ the ciass. One o^the assigned proje&ts inu-oio-ed 



ending with the same ima^e. Some o^ the ^'nai animations were inc faded on the o-ideotape. 
Pro^sorPaiazzi commented that whiie the SoK has consideraife graphics copahiMies, it 
is not as ^iendfy as the Am fa/ Processor Paiaizi wnaid fiie to ^et 68020 aceeferator 
caf-ds^or each A2000, the reason being, speed. The simpfe ima^ e^a teapot too&aioat35 
seconds to render under ScuiptsD. An identioai rendering' on a A2500 with a 68020 tool 
Just 15 seconds/ Since much 0^ the student wor£re(juircs a cot o^eompcex, rendering, a 
^ood amount 0^ time eoufdhe saa-ed. The, imag^ h&in^ rendered were complex, enough that 
students woufdsetap their imaae, staj^t rendering- oitdieaife it running' affnfht/ 



attempted 
showed^i 



, Tj^ those gaf 



Saf an Ami^ since the^aj-e acoastomed to its operation. Can t the^ understand who, 
companies ffie-AppfegtiK, ii^ student d'scoants?Sp&ai,ina, o^Appfe, there is a /^ac //in 
the &h. when a student he^inf with the demonstrations was asicj what it is used /or, the 
rep f^ was, ' Desitoppidiishingste^^, not much e&e, "The student de^initef^ showed a hias 
towoj^ds the Amiga/ 

//ext, Phiiip /m/renda, e^ TV One (TV One creates commercials usin^ the Amm) 
showed oM the A25OO. Phifs company does a foto^ commercial on the Ami&a, andPkiiis 
going to head the speciaf interest video groap. //e eX'hihitcdseiH,raiemmpkso/hiswori, 
ana created some new animations ^or afito see. One important point he made was that, white 
the Ainiaa maa. nothaiH- the same v-id&o ouafitg when compared to some o/the pro/essionae 
s^tems, those systems can cost S50,000 to ^100,000. ii/hen oompa/'-inf the two, the 
Amiga ^iiis the eow-cost ifideo system maj^ie;t and deiio-ers compat^aiie ouaiita,. 

Much o^the meeting was dedicated to a-ideo , /Most 0^ the 50 attendees showed a 
strong interest in o-ideo. Jtwasiu'ndo^nice to meet some o^the^Ms/hadspoien with on 
iocsi huiietin ioar-ds, matching ^ces with names/ / am certain that the Amiga /dsers 
tfroup 0/ South Oerseg' wiif/e a success. 

For addtionai information onA/f^, caii{609) 667-2526 or write them at:AC{/f, 
P. 0. Sojc 376 f, Sherrg //if/', /\/ J 08034. Tong Preston 
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AccelerDlsk 

Get Reliable, Bootable 

Fast Floppy 

Access Now!!! 

Why wait for DOS 1 .4? 

AccelerDisk uses Fast File 

System on all your drives 

to give you more storage, 

and speed increases 

of up to 5 times! 

$29.95 

$49.95 with source 

MJ SYSTEMS 

Dept 10B 

1222 Brool<wood Road 

Madison. Wl 53711 

1-800-448-4564 

Answered 24 hours 

(Info: 1-608-274-5563) 
MasterCard/VISA accepted 



circle 176 on Reader Service card. 

and dedication on the artist's part to 
create so many drawings for each second 
of play. The results are clean and 
professional, justifying the extra effort. 

To keep the ANIM size as small as 
possible and to make efficient use of 
available RAM, good palette management 
is important. If l6 colors or even 8 are 
sufficient, then ANIM size is significantly 
reduced. Animations with large, clean 
areas of color translate well to video, and 
it is often possible to design beautiful 
pieces around an eight-color paleae. 

When transferring to video, color 
choice is crucial. Many colors which look 
great in RGB simply do not work in 
NTSC. Red is notorious for "crawling" 
into other colors when transferred to 
NTSC. A good rule of thumb in video 
palettes is to use no color with an R, G, 
or B VALUE higher than 12. Very dark 
colors tend to be indistinguishable from 
each other. 

The opening scene of "Stormy 
Night" makes clever use of DPaint's 
MOVE requester to achieve a "multi- 
plane" effect as the viewer zooms in on 



the house tlirough the branches of a tree 
in the storm. The house was created full 
screen, then pushed back on the 2 axis 
in the MOVE requester and moved 
toward the screen plane brush position 
in die same total number of frames as 
the ANIM. The leaf brushes were then 
overlaid. During the zoom, the leaves 
were doing X and Y transitions to give 
the multi-plane effect poineered by 
Disney in his early features. 

"The Hit", by Neal Stillman, dem- 
onstrates a visual style unusual for a 
computer animation. The use of black & 
white, and the dark, soft-focus, fikn-noire 
look are very effective. The painting 
technique used in the animation is a 
monochrome technique that I teach. It 
relies on having a sequential gradation of 
values from dark to light in the palette. 
With this entire sequence selected in 
DPaint as a RANGE, the powerful BLEND 
and SHADE tools can operate. In 
SHADE, one mouse button lightens and 
the other darkens. BLEND pushes areas 
of the image in the direction of brush 
movement, creating a soft edge as it 
goes. Neal also made extensive use of 
die SMOOTH mode to soften and blur 
portions of each final image frame and 
get away from the crisp, pixel look of 
typical lo-res animation. 

Ttiis is a very stylish piece, and a 
great example of effective use of a 
limited technique. Neal learned the 
fundamental technique in ten minutes 
and stuck witli it through the entire 
project. It is not always essential to know 
the software inside-out to achieve 
interesting results. I feel it is quite easy to 
get a student going on a good project 
quickly with a few basic tools, bringing 
the rest of the functions in liide by little. 
In my opinion, the best software lends 
itself to this approach. 

One valuable tip I might pass along 
to anyone creating animations is to save 
under two names. While working on an 
ANTM, updating it and diligently saving 
every few minutes still leaves the project 
vulnerable lo Read-Write Error Guru 
crashes. The tragic thing is that such a 
Guru in the middle of a save not only 
means a trashed ANIM fJe on the disk, 
but a system lockup that loses the only 
other copy of the ANIM, die one 
currendy active in the paint program. For 
safety, save duplicate copies of the AMM 
under different file names, then save to 
them alternately as work progresses. In 



addition, important project disks should 
always be backed up. Electronic art is a 
deceptively tenuous medium. 

While all this animation was going 
on in the Amiga room, and beautiful 
high-resolution images were coming out 
of the Mac/Targa lab, Rob and Jody had 
an amazing performance studio set up in 
the adjoining room. Students were 
creating images and brushes in the 
Amiga room and using them with the 
Mandala performance software next 
door. They were able to create visual 
"hot-spots" on the screen which could be 
"touched" by the performer as their live 
image was genlocked tfirough the Amiga. 
Keyed to sound and image events, 
intricate real-time performances were 
created. Dancers were drafted from other 
classes for coliaborations, and the smdio 
was packed with onlookers as they 
whirled under the hot lights triggering 
chimes and thunder from the large amps 
witli each kick and sweep. 

Some of us used the performance 
studio for relaxation. I recall a beautiftil 
time around two in the morning when 
Shu-Lin, a tireless animation student from 
Taiwan was well into 40 hours without 
sleep. I began hearing clear, structured 
music from the performance room, 
getting cleaner and cleaner as time 
passed. This went on for over half an 
hour. Looking into the dark room, ! 
could see Shu-Lin lost in tranquility 
under the video light, her arms moving 
in smooth patterns wMe she stood 
relaxed, fbced on her own feedback. 

I looked around the Amiga room at 
die dozen or so students stilt working at 
this late hour. Gene was showing a 
sophisticated digitizing technique to a 
small group in one corner •^s'hile odiers 
were locked into the mental groove of 
frame-by-frame animation. Some were 
just staring into space, lost in Shu-Lin's 
genlocked mantra. It occurred to me 
what a quiet pleasure it was to see 
learning happening as it should. 

•AC- 
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HardEraine/2000 

The Super-Speed, DMA, SCSI Hard 
Disk Interface for the Ainiga®2000 




How fast is fast? HardFrame/2000 transfers 
data at Amiga bus speeds! It's actually faster 
than the hard disk mechanism itself! And even 

more important in the Amiga's multitasking environment, HardFrame/ 
2000 lias extremely efficient DMA circuitry to get on and off the bus in 
almost no time at all: 280ns to get on; 200ns to get off. And it's true, 
dedicated DMA, too! HardFrame/2000 autoboots and automounts di- 
rectly into the AmigaDOS''" 1 .3 Fast File System (old file system parti- 
tions are not needed!). The core of any DMA SCSI interface is in its 
SCSI protocol chip and DMA chip. MicroBotics has chosen the new, 
high performance Adaptec AIC-6250 SCSI chip, capable of up to 5 
megabytes per second raw transfer speed, and the Signetics 68430 
DMA chip running at 12.5 megahertz. Then we added additional FIFO 
buffering and enabled 16-bit wide data transfers for maximum 
throughput. The sophisticated design of HardFrame/2000 provides for 
automatic SCSI arbitration, selection and reselection. The hardware 
supports either synchronous or asynchronous data transfer. Hard- 
Frame/2000 can function as either the SCSI bus initiator or the target 
and can reside in a multiple master environment. Physically, Hard- 
Frame/2000 is optimally flexible: the compact, half-size card comes at- 
tached to a full length, plated aluminum frame. The frame has mount- 
ing holes positioned to accept standard, 3.5" SCSI hard disk units such 
as those manufactured by MiniScribe, Seagate, Rodime, and others 
(hard disk mechanisms must be supplied by the user or his dealer as a 
separate purchase item). Alternatively, you can cable-connect to a SCSI 
drive mounted in your Amiga's disk bay or in an external chassis. As 
many as seven hard disks may be connected to a single HardFrame/ 
2000. There is no size limit on each disk. HardFrame/2000 includes a 
50-pin SCSI cable and header connectors for either 50-pin or 25-pin 
cable connection. Also included is a current tap to power frame- 
mounted drives directly from the slot itself. HardFrame/2000 comes 
complete with driver, installation, and diagnostic software. 

Available NOW! Suggested list price, S329 (hard disk not included) 

Framelcss version: S299.00. Sec your Arniga Dealer. 

The HardFrame/2000 photo shows the product with a MiniScribe 
twenty megabyte hard disk installed. Hard disks are not included in 
the purchase price of HardFrame. Note that if placed in the first slot. 
HardFrame uses only one slot even wKh a disk attached. 



»AutoBoots AmigaDOS 1.3 
(Price Includes 
HardFrame E^rom!) 

> Directly Boots the 
New Fast-File Systeml 
(Doesn't Need Old FS!) 

> Auto-mounts All 
Hard Disk Partitions 

(no Mount List Required!) 

> Designed-in,Ultra Strong, 
Multitasking Performance 

» High Quality Metal Frame 
for Stable, On-Card, 
Hard Disk Motuiting 

> Power Cabling Directly 
from Card to Disk 

> 50-pin Cable Included 

• Supports up to seven SCSI 
hard disks of any size 



New! 

8-UP! (DIP) FastRAM 

Another great memory board from MicroBot- 
ics, 8-UP! (DIP) is the "brother" of the original 8-UP! 
(which uses SIMMs and PopSIMMs to fill its memo- 
ry space). S-UP! (DIP) uses conventional 1 megabit 
RAM chips in standard sockets to provide your 
Amiga 2000 with 2, 4, 6, or 8 megabytes of autocon- 
figuring FastRAM! 8-UP! (DIP) is a super efficient 
CMOS design for lowpower consumption and high 
reliability. Suggested list price, S239 (Ok installed) 



Join MicroBotics 
I ONLINE TECHNICAL SUPPORT I 




MicroBoticsJnc. 

Great Products Since the Amiga Was Bom! 

811 Alpha Drive, Suite 335, Richardson, Texas 75081 (214)437-5330 
Tell your dealer he can quick-order Irom MicroBotics directly - no minimum quantity -show him this ad! 
"Amiga" is a registered trademark of Commodora- Amiga. "HardFrame/2000*. "B-UP r. -PopSimm". are traaemartis ol MicroBotics, Inc. 

Circle 109 on Reader Service card. 



I CONFERENCE ON BIX . 

' (The Byte Information Exchange) ■ 



I -call 1-800-227-2983 | 

for BIX membership information! 



AND ^^OLUTION 

A look at three Amiga graphics programs designed with kids in mind 




./ 



by Joe DiCara 

This artide will review three paint 
programs primarily designed for pre- 
school and elementary grades. Each 
program will be explored to learn its 
capabilities, features and usefulness. The 
use of these programs as stepping stones 
to introduce both children and adults to 
the world of computers and computer 
graphics will then be covered. 

In The Beginning 

The promise held out by the Amiga 
to education has always been great. Its 
versatility and friendly interface, as well 
as its graphics and sound capabilities 
make it a natural for school and home 
use. But as we have learned since the 
Amiga's introduction, having the right 
hardware parts does not guarantee 
immediate success. The key catalyst, of 
course, is software — the mightiest engine 
is nothing more than a boat anchor 
without the proper fuel. 

Early on, some folks saw this 
computer's educational potential and 
quickly began creating applications to 
meet the need, but a year after the 
machine's introduction there were few 
programs of this type available. Most 
programs were ports from other ma- 
chines — text only, written in BASIC, and 
utilizing none of the Amiga's advanced 
features. For those few that made the 
extra effort to use the speech, sound, 
and special graphics abilities, such as 
HAM (hold and modify), their programs 
found a very limited market. Part of the 
responsibility' for this falls upon Commo- 
dore's decision, conscience or otherwise, 
to stand back from the educational 
market. With the absence of Commo- 
dore's leverage to get these new comput- 
ers through the front door of schools, 



these early pioneers were, in effea, left 
holding the bag. 

Fortunately for all of us, Electronic 
Arts and Dan Silva also realized this 
machine's promise and capabilities, and 
created DeluxePaint. Here was a 
program that everyone could use for 
enjoyment, education or productivity. 
Soon others followed, some concentrat- 
ing their efforts toward special needs, 
namely children. Wi± these new tools, 
the Amiga managed to hold on and 
wedge Its way into industry and educa- 
tion. 

Talking Coloring Book 

The first program we will examine, 
Talking Coloring Book, was first intro- 
duced in early 1986 by JMH Softw^are. 
This program is aimed straight at pre- 
school children. While it does not use 
high-powered graphics (only nine 
crayons are available) it does take 
advantage of the mouse interface and 
most importandy, it uses the Amiga's 
sound capability to produce good clean 
understandable speech. JMH has 
provided a very enjoyable and useful 
program that not only introduces basic 
art concepts but also teaches relation- 
ships between the spoken and written 
word. 

Upon boot-up, a colorfijl clown 
introduces the program. Clicking on the 
continue box brings up the options 
menu. At tliis point, a voice asks the 
child to make a selection. The four 
choices — Demonstration, Practice, Color, 
and Draw — can be selected either by a 
click of the mouse or typing the proper 
letter on the keyboard. 

The Demonstration selection 
teaches die student the relationship 



between a color word and the associated 
color. This sequence can be repeated, or 
a new color can be displayed simply by 
moving the mouse pointer to the proper 
box. 

The Practice option verbally directs 
the user to identify each of the nine 
colors. Here again, the mouse pointer is 
moved and clicked to select the color. 
The computer patiendy teaches the 
student, praising correct choices or 
politely offering two more chances to 
pick the correct color. 

The third option, Color, loads a 
menu of permanent pictures that may be 
colored. These are also selectable either 
by mouse or keyboard. Upon selection, 
an uncolored picture is quickly loaded. 
Off to one side are tlie crayons. A nice 
feaaire here is that the arrangement of 
the crayons is random. Each time a 
picture loads, the crayons will be in a 
different order, thereby assuring that the 
user is learning the color, not just its 
position on the screen, The student 
selects a crayon, the crayon's color is 
turned on, and the computer says the 
name of the color to reinforce the 
learning process. The pointer is then 
moved to the region to be colored, and a 
dick of the mouse flood-fills it with the 
selected color. An eraser is available if 
the young artist changes his or her mind. 

The final option, Draw, allows new 
pictures to be drawn, changed and 
stored. After saving a drawing, these 
pictures are available in the Color menu 
for coloring. 

MyPaint 

MyPaint, released in 1989 by Prism 
Computer Products, is a true paint 
program designed with kids in mind. The 
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form and format of this program re- 
sembles professiona] paint programs. 
The first of the paint tools available is the 
paint color box. When a color is selected 
a smiling face appears in that color to 
verify and remind the user of the color 
chosen from the palette of twelve colors. 
The next tool is Paint Brushes. The user 
has a choice of a wide or narrow brush. 
The last tool in this group, FUI 'Em Up, 
flood-fills the drawing. 

A number of paint effect tools is 
provided. The first is Flashing Colors. 
Selecting this icon color-cycles all colors 
except white, black, gray, flesh and 
brown. The Mirroring tool duplicates the 
image being drawn in each quadrant of 
the screen. The final tool in tliis group is 
Color Brush. Selecting this option will 
produce a multi-colored brush. All colors 
are used in this effect, except those 
mentioned in Flashing Colors. 

Other special features and capabili- 
ties include the ability to choose and 
load one of the 28 drawings, a clear 
screen function, a gadget called Surprise 
Picture that randomly selects any of die 
stored images, and Listen to Sounds. This 
last function will produce an appropriate 
sound the fust time a picture is selected 
in a session. 



MyPaint is a well thought-ou: 
program. Everything from the yellow 
diskette to the animated icons were 
designed with children in mind, it is 
simple to use, yet provides all the tools 
that wil! allow a young creative mind to 
expand. 

Talking Animator 

Talking Animator, released in 1989 
byJMH Software, combines many of the 
features provided in the two previously 
discussed programs, then adds text, 
speech, a palette of 8 colors and, as the 
title implies, the ability to do simple 
animation. In the documentation, JMH 
calls tliis program an idea presenter — 
and rightly so. Talking Animator is more 
than a paint program. With the ability to 
print any image or to interface to 
videotape, via a genlock, the user can 
produce a simple greeting note or 
perhaps graphically portray what their 
summer was like. 

Though Talking Animator's 
drawing palette is limited to 8 colors, a 
requester can be called up, allowing a 
color to be changed to any one of the 
Amiga's 4096 available colors. While the 
current page is limited to the eight 
selected colors, every page within the 



animation can have its own custom 
palette. 

DraVb'ing tools are limited to just 
two brush sizes — straightiine draw, and 
color flood-fill. Text can be typed in the 
picture simply by positioning the cursor 
where desired and typing. When this 
page is displayed in tlie animation, die 
text on screen is spoken. Be careful here, 
as this feature uses the Amiga narrator. 
Some words, though typed correctly, will 
not sound right due to the phonetic 
interpretation of the text. To help, a Talk 
gadget can be clicked on at any time, 
allowing the word to be corrected 
immediately. 

Perhaps of the ten gadgets avail- 
able, the Copy and Flip functions 
deserve the most explanation. After the 
first page is drawn, a dick on the Copy 
gadget produces a duplicate picture and 
the page counter is increased. Now tlie 
next page of the animation is drawn. A 
nice animation aid is available here. By 
holding the "control" key down and 
clicking on the Page gadget, the previous 
drawing is revealed by ghosted blue 
lines. Now the current page can be 
drawn with easy reference to any 
existing page — ahead or behind. It's a 
simple but ver^' effective technique. To 



Hey, got any cotton candy?: 

the opening screen of the 

Talking Coloring Book by 

JMHSoftware 
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preview the animation, just dick on Flip 
and behold the creation. Remember to 
use the text capability; it adds spoken 
narration that greatly enhances the 
picture-story with a fun new area of 
expression. Only the amount of available 
memory will limit the size of the 
animation. 

Included with the main program 
disk is another disk containing demon- 
stration animations, each requires at least 
one megabyte of memory. Also included 
is a single page of documentation. This is 
supplemented by on-line, spoken 
instructions for all functions. 

Tbe Sum is greater than the parts 

As stated, I would like to explain 
how these three programs can be used 
to introduce and develop anyone's 
interest in computers and, in particular, 
prepare them for the more advanced 
paint/animattion programs now available 
to the Amiga community. 



Talking Coloring Book is an ideal 
starting place for anyone, especially pre- 
schoolers. On the surface, it occupies the 
child with a very interesting succession 
of "fill-in-the-color" drawings. But while 
the child is exploring how a green bear 
might look, chey are quietly learning to 
interface with the computer. They 
quickly develop the hand/eye coordina- 
tion necessary to operate the computer, 
mouse, and program while creating and 
painting a picture. 

MyPaint builds nicely on the 
foundation laid by Talking Coloring 
Book. The program is specifically 
designed to introduce the icon-style of 
interface. The animated icon's large size 
and color intuitively instruct on how to 
use this program, resulting in the student 
quickly accessing and using all of its 
functions. For the budding art student, 
the learning curve is also smootli and 
logical. Talking Coloring Book introduces 
the basics of color composition through 




Loud clothes seem to 

be the vogue: yet 

another clown, this 

time in MyPaint by 

Prism Computer 

Products 



Opening screen to the 

Talking A n imator by 

JMH Software 



the use of pen and ink-type drawings, 
then with MyPaint, all the basic tools that 
enable students to create more advanced 
computer art are provided. 

Talking Animator brings all the 
tools, techniques, and the exposure of a 
sophisticated user interface together, 
while providing the new tools and 
environment Chat will allow the student 
to begin creating and producing useful 
computer art. 

More important, Talking Animator 
is not the end of the line for a young 
artist or graphic designer. The new tools, 
techniques, and concepts introduced by 
this program open the door to really 
high-power paint/animation programs. 
Power paint programs such as De- 
luxePaint and Photon Paint can be used 
immediately and without Lncimidation. 
The concepts of programs such as 
PAGEflipper Plus T/X by Mindware 
International, Fantavision by Broderbund 
Software, and the like will not be lost or 
unfamiliar to anyone who has learned to 
use these three entry-level programs. 

All three of these programs are ex- 
cellent and very effective for the targeted 
user. Hopefully they will now be used in 
a structured and organized manner, so 
their combined power and teaching 
ability may be realized. 

The far-sighted developers and 
programmers of these and other educa- 
tional packages are owed a great amount 
of gratitude and appreciation. For 
without their efforts, Amigas would be 
nothing more than expensive paper 
weights. I would hope this point is not 
lost on the powers that be at Commo- 
dore International. 

•AC* 
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Talking Coloring Book 

JMH Software of Minnesota, Inc. 

7200 Hemlock, LN. 

Maple Grove, MN 55369 

(612) 424-5464 

Price S29.95 

inquiry *'206 

Tailing Animator 

JMH Software of Minnesota, Inc. 

Price 549.95 

Inquir>' ^207 

MyPaint 

Pri.sm Computer Products 

Distributed by Centaur Software 

i'.O. Itox 4500 

Redondo Beacti. CA 90278 

(213) 542-2226 

Inquiry -208 
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Commodore's Educator! 

CBM uses video to reach the classroom. 




■# 



Commodore's "Amiga — Creativity in the Classroom" is 
a new sixteen-minute video demonstrating the Amiga's 
extreme flexibility by showcasing teachers and 
students using the Amiga in the classroom and beyond. 
From an elementary art class in Columbia, South Caro- 
lina to Art Education at Ohio State University, teachers 
and students demonstrate their creative talents through 
the Amiga. Educators, filmed against a background of 
busy students and projects, speak freely about the 
Amiga's capability and their use of the machine. 

In quick succession, the Amiga is demonstrated by 
teachers, students, and their projects as an administra- 
tive computer, an artist's medium, a super MS-DOS 
clone, a musical instrument, a sound editor, a desktop 
publishing machine, and even the heart of a television 
studio. Between shots of Amiga generated graphics 
and sound, the Amiga is seen in both large and small 
computer labs. Students are shown performing their 
own computer presentations and videos. 



"We believe that it (the video) will 
help educators realize the amazing 
capabilities of the Amiga..." 
John DiLullo 
Commodore's Education Manager 



In a press release from Commodore, Mr. John DiLullo, 
Commodore's Education Manager, stated, "The new 
Amiga Video demonstrates some of the many ways 
that the Amiga can be used effectively in the class- 
room. We believe that it (the video) will help educa- 
tors realize the amazing capabilities of the .\miga, and 
how these capabilities can best be utilized in improv- 
ing instruction." 

Little is said throughout the video about the Amiga's 
programming environment or languages. The video 
presents the Amiga without involving technical aspects 
of the machine. The Amiga is presented as a solution 
to teaching concerns and as a tool in creative activities. 



For a copy of "Amiga ■ 
please write to: 



■ Creativity in the Classroom" 



John DiLullo 
Education Manager 
Commodore Business Machines, Inc. 
1200 Wilson Drive 
West Chester, PA 19380 
Inquiry *222 





Scenes from a video 

From placing the Amiga on a pedestal to showing 
the excitement of achievement and discovery in a 
child's eyes. Commodore's new video presents the 
Amiga as an indispensable tool for education. 
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he city of Keycaps is being threatened by a 
first strike of capital letters from the country 
of Thesaurus. They have even gone so far as 
to use the NATO-outlawed weapon of 
ultimate destruction. That's right: vowels! It is 
now up to you to fend off this unprovoked, 
hostile attack. You are armed with only one 
weapon. It is the weapon of choice. It is iVlAK 
(My Amiga Keyboard). No time for nonsense, 
you must move forth and destroy this sinister 
enemy! 



Method to the madness 

As you may (or may not) have guessed, diis game is an 
elementary typing tutorial. I had three reasons for writing this 
program; 

I) I wanted to write a program that uses only the standard 
AmigaBASIC commands. No fanc>' library calls here; you can 
write very nice programs with the commands available within 
AmigaBASIC. 



Typing 
Tutor 




Once you have let three letters fall, the game ends. If you 
score high enough, you will be prompted to enter your name in 
the high score list. This should be vcVj- simple the first 10 times 
you play because the program creates a blank high score list if 
it cannot find one in the current direaory. 

Program clarification 

Typing Tutor is a fc.irly straightforward, no-octane Ami- 
gaBASIC program. However, there are a few pieces of the listing 
that may be somewhat confusing. In the init.hi. score section of 
code we use tlie ON ERROR GOTO command. This command 
allows us to trap certain errors instead of stopping the program 
and putting up an error message. Any time an error occurs in 
our program, it will go to the routine called "handle.error". 

The program tries to open die high score file named 
"letters, .score". If it is not found in the current directory, an 
error is returned by the system. The handle.error code checks to 
see if the error number is 53. Error 53 is "FILE NOT FOUND" 
(see AmigaBASIC, Appendix B for a complete listing of error 
codes and messages). If it is number 53, then we fill tlie high 



by Michael "Chip " Morrison 



2) I wanted the source code to be small enough so that 
typing it in could be accomplished within the normal life span 
of an Amigan. 

3) I wanted to show how you can write easy-to-read code 

using descriptive variable names and labels. For example, if you 
have a routine that updates the screen, you could use a label 
named "us:" or "this.is.tlie.routine.that.updates.the.screen". Well, 
maybe not that descriptive. 

The game 

In Typing Tutor, letters fall from the sky at random loca- 
tions. Before the letter falls too far, you must type the corre- 
sponding letter on your keyboard to save the sk>'scraper below 
from destruction. The letters start off falling at a reasonable 
speed. As the game progresses, the letters fall faster and faster. 

Eventually, you will not be able to react quickly enough. 
You will then be subject to the desperate screams of several 
thousand people being crushed to death by the falling letter that 
you so irresponsibly failed to locate on your keyboard (think of 
someone besides yourself for a change, wH! ya?) 




score table with "Empty for now". If it is another error, we use 
the command ON ERROR GOTO 0. This lets the system handle 

any errors. 

The "get.char" routine could use some explaining. In this 
routine, tlie letter to be dropped and the location it is to be 
dropped in is randomly selected. The same set of functions are 
used to generate both random numbers. Way back at the 
beginning of the program, under the "init.some.stuff lal^ei, the 
RANDOMIZE TIMER command is used. This command insures 
that the function RNDO will generate different random numbers 
each time the game is played. RND(l) returns a number greater 
than and less than 1. To generate a number between 1 and 26 
(the alphabet), we first multiply by 26 and then use the INT 
command to get rid of the decimal pan. 

Next, we add 65 to that number to get an ASCII value 
from A to Z (see AmigaBASIC, Appendix A: Character Codes for 
a list of all ASCII codes). After all this, we use the CHRSO 
function to change our number into a \'alid string. We then 
enter a WHILEAVEND loop. Inside the WHILE/'WEND loop is a 
FORyNEXT loop which simply causes a delay. This delay is 
(continued on paje 52} 
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6PL 

and the fimiga: 

A Friendly Pair 



by Henry T. Lippert, Ed.D. 

Most Amazing readers now know the excitement of 
having, right on their own desks, one of the most spectacular 
computers ever produced — the Amiga. One by one, its out- 
standing hardware features are being revealed by the large 
number of programs diat are now available, From the start, tlie 
Amiga had several languages available in which to write 
programs. The C language, of course, was the most powerful, 
while BASIC was the most popular. Another language has 
appeared on die scene, going unnoticed by nearly everyone. 
Hidden away from the public eye, diis computer language, 
called APL, is like no other, (An excellent review of Al^L — 
"APL.68OO0" by Roger Nelson— appeared in AC, V3.5, p. 49.) 

It is difficult to work up much enthusiasm for most of the 
common computer languages. Languages are expected to be 
there in order for the computer to be respectable in the 
marketplace. It may even seem strange to raise die issue of a 
computer language being enjoyable. Languages simply aren't a 
whole lot of fun. Nevertheless, it is a common experience for 
persons to be very excited when their first non-trivial computer 
program actually works. It is just as common for die seasoned 
computer programmer to have programming excitement that 
parallels that associated with other activities — such as cleaning 
the gerbil cage or watching tlie trees grow. The initial excite- 
ment about a language gives way to the satisfacdon of having 
accomplished a difficult task, having created a "new feel" or a 
best-selling program, or perhaps having received a royalty or 
salary check. 

The excitement and fun returns when using APL to drive a 
computer. APL stands for "A Programming Language," No 
kidding. The name came from a madiemadcian, Dr. Kenneth E, 
Iverson. The story goes diat, when asked what he was working 
on, he replied, "Oh, just a programming language." Tlie name 
Stuck, and the language became one of the greatest enigmas in 
all computerdom. 

People in the computing world either dislike (read 
dismiss, despise, or hate) APL or they love it. Most of those who 
do not like APL have seen some code but know litde about it. 
Most of diose who love it are really in love. The true APL-type 
person believes diat APL is the programming language and diat 
it will be in wide use some day. APL is used extensively to drive 
mainframe computers, but it is nearly always hidden from view. 
Some people seem to be embarrassed to admit they know that 
APL even exists. For example, at the Thomas J. Watson Research 
Laboratory, IBM hid APL from view for many years before 




venturing an admission that they used it extensively as a 
language for scientific development, numerical analysis, internal 
operations, and data processing for the corporadon itself. Most 
folks think that because APL looks nothing like all die other 
languages, it cannot really be a serious language. Well, it does 
look a litde unusual. 

Why bother with APL, you say? Let's take a look at some 
of the reasons. First, APL notation is essendally the same as that 
used for plain old familiar mathematics. Here are some AI'L 
statements; 

2 + 6 

473 X 8492 
468 - 74 
367.93 - 42.8 

They look just like ordinary madiematical statements, right? In 
some sense, they are. APL uses the language of mathematics as 
much as possible. It is easy to see that you can begin to use 
APL without having to learn a computer language at all. 

When statements such as those above are typed into the 
APL Interpreter, they are evaluated and an answer is displayed 
on the screen. The user of APL knows that APL is ready to 
accept a statement when the cursor appears indented seven 
spaces on die line. APL answers back at die left margin. The 
following gives you an idea of what a real Al'L session might 
look like: 

2 + 6 
8 

12 X 12 
144 

These statements have no lasting effect. They are executed and 
the answer is displayed, but nothing else is done. You say, 
"Hey, that's just like a desk calculatori" Yes, you are correct; APL 
performs superbly as a desk calculator. 

APL does more dian that, too. It provides for storing 
statements for the long term. For example, the following 
statement: 

DhTA <- 500 

sets up a storage area called DATA which has the number 500 
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stored in it. The left arrow is read "specified by." The statement 
above would be read, "DATA is specified by 500," After a 
variable is specified, it can be used in statements as follows: 



DATA X 3 



1500 



DATA * DATA 



1000 



If you wish to display the contents of the area located at any 
variable name, you just enter the name by itself: 



500 



and APL shows what is stored at the name. 

The DATA could also be used in the following way; 



ANSWER 
ANSUER 
250000 



DATA X DATA 



where the first line would be read, "ANSWER is specified by 
DATA times DATA." Since the sentence began with a specifica- 
tion (left arrow), APL did not show the answer; it simply 
performed the operation. The second line, with ANSWER alone, 
told APL to show the contents of the variable ANSWER. APL 
replied with 250000 on the next line at the left margin. 

The two statements could have been combined as the 
following statement: 



250000 



DATA X DATA 



The box (Q) is symbolic of the display screen and told APL to 
show the contents of ANSWER. Of course, the answer was 
stored at ANSWER before its display. The statement would be 
read, "The display is specified by ANSWER, which is specified 
by DATA times DATA." 

APL uses the four fundamental mathematical operators 
(+, -, X, and -t} in their native forms. Because exponents are 
difficult to handle for the typical keyboard and many printers, 
one asterisk is used for indicating exponentiation. For example, 
the statement: 

DATA « 2 
250000 

yields the same answer as DATA x DATA, and is read, "DATA 
raised to the power of two." 

The most important characteristic of APL which distin- 
guishes it from other languages is thai it is "array-oriented." For 
example, the following statement: 



DATA 



2 4 



7 5 8 12 



writes over the previous value (500) and automatically makes 
the value stored at DATA into a 7-element vector of numbers. 
The entry of DATA alone now yields: 



DATA 
2 4 6 7 5 8 12 



showing that the new values have been stored at DATA. The 
following statement as an input: 



DATA X 6 
12 24 36 42 30 48 72 

and the result at the left margin show that the APL system took 
care of a lot of details for us. A legal operation — ^take the 
elements stored at DATA and multiply by six — was asked for, 
and APL performed it as requested. The following example 
illustrates again the concept of being array-oriented: 

DAM + DATA 
4 e 12 14 10 16 24 

This result shows that if APL is asked to add together two 
vectors of numbers, it does so element by element. 

In most languages, a lot of bookkeeping is necessary to 
add the corresponding elements of two vectors, or to add a 
number to every element of a vector. APL keeps track of the 
size of vectors and performs arithmetic operations on them if 
requested to do so. 

Before you think APL can do everything, try giving the 
following statement to APL for evaluation: 

DATA +489 
LENGTH ERROR 

DATA +469 



The resulting error message indicates that the 3-element vector 
of numbers, (4 8 9], is not the same length as DATA, How many 
elements does DATA have, anyway? In APL, finding vector 
lengths is simple. The following statement: 

pDATA 

indicates that DATA is a 7-element vector. Of course, Al^L 
cannot successfully add a 3-element vector to one of 7 ele- 
ments. 

Since storage areas in APL are dynamically allocated, 
rather than predefined as required by most languages, you may 

need to find out the size of an "object." The "rho" (p) requests 
the size of whatever immediately follows it. In the above 

example, there are 7 elements in the vector stored at DATA. 
APL has a large number of already defined operations 
similar to rho. Dr. Iverson simply observed what programmers 
were spending their time doing. He noticed that in using 
languages such as FORTRAN and COBOL, the popular lan- 
guages of tlie day, many operations were being coded repeti- 
tively every time a program was written. A great deal of time 
was spent on laborious indexing and "holding hands" with the 
computer, telling it over and over what to do. All of these 
things, he felt, could be left out of a programming language if 
the language provided for adequate description of what the 
desired output was to be like. All that was necessary was to 
emphasize the nature of the outcome expeaed of an operation, 
not how it was being done. Iverson simply defined such 
operations as a part of the language. For example, the slash CO 
has the effect of extending a mathematical operation to ele- 
ments of an array. It has the name "reduction" and operates as 
follows: 



+ / DATA 



44 



The extension of addition to the elements of the DATA array 
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placed a plus sign between each element of the array and 
reduced it to a single number (a scalar) by — yep, you guessed 
it — adding 'em upl 

Take a more complex APL statement: 



(+/ DATA} - 
6.285714286 



pDATA 



which reads, "Sum reduce tlie elements at DATA and divide by 
the size of DATA." We might also have read the statement as, 
"Add up the numbers at DATA and divide by the number of 
elements stored at DATA." Hey, we just computed the arithmetic 
average of the numbers stored at DATA! 

Well, readers, there is a lot more to APL, Whereas most 
languages have only the 5 arithmetic operations and the 
relational operators made available in branching and control 
statements, APL has some 60 to 80 operations tliat are defined 
as parts of the language. It was inevitable that APL would show 
up on the Amiga — a superior language on a superior computing 
engine. The combination of APL and the Amiga will no doubt 
place us in a permanent state of excitement. 

Next time, we'll examine what it takes to ■write a program. 
All we did this time was to write a few statements, start to 
explore two of the new operators APL provides, store some 
data, analyze it, and show a litde bit about the array orientation 
of APL. (Not bad for the small number of statements APL 
required to do all that!) The homework for all FORTRAN, 
BASIC, C, and COBOL programmers is to pierform all Che tilings 
accomplished here in APL and see how many statements (or 
key presses) it takes in chose "easier" languages. The typical 
comparison has demonstrated a 10-to-l advantage of APL over 
the traditional languages (FORTRAN and COBOL), using 
whatever measure you wish. Now you know why IBM has used 
it internally: it's efficient and profitable. Finally, tlie ultimate 
reasonably priced computer can now have the ultimate reasona- 
bly priced language — APL. They deserve each other. 

•AC- 

Dr. Henry T. Lippert is an educator. He has specialized in the 

application of computers in education and training and to the 
tasks of the instructor and the imtructional designer. He was one 
of the original developers of Computer-Based Instruction (CBI) at 
the University of Illinois during the 1960's. Currently, he is Chief 
of the Instructional Methods Division at the Academy of Health 
Sciences in San Antonio, Texas. He has been respotisiblefor the 
development and use of both microcomputers and dedicated CBI 
terminals for delivering instruction in medical technology to 
A rmy personnel. 



APL Interpreter includes Reference Manuals in a hard slip cover, 

not copy-protected. 



APL Interpreter for the Amiga: 

Spencer Organization, Inc. 

P. O. Box 248^ 

.Wescwood, New Jersey 07675 

■■^ ■(201)666-6011 ■. 

Price $99 ■ 

Inquiry #205 



Use AlOOOlards 
With Your i^ga 
500 or lOr ' 




EXPANSION SYSTEM 



Llon't get left behind in the e\'cr growing market of 
expansion cards for the Amiga 2000, With the Tool- 
bo.v 2-slot card cage you can use A2000 cards in your 
Amiga 500 or 1000.' 



GUARANTEED COMPATABILITY 



Since we're the manufacturer wc guarantee compata- 
bilir\' with your machine. If there are any questions 
you make one plione call,., the buck stops with us. 



SAUE ON COMPLETE SYSTEMS 



Since VOL! bu\' direct from the manufacturer \ou save 
mone\'. i\nd complete s}'srems save you even more. 



A SELECTION OF PROOUCTS 



Toolbox - 2-slot card cage with a 9anip power supply 
and bus pass-through. 

Memory Card - A2000 t\'pc card with 2Mb of in- 
stalled RAM, c.vpandable to 8 megabytes. 

Hard Card - Aiitobooting SCSI DMA A2000 con- 
troller in 32/40/48/60/80Mb sizes and more, 
Svslcms ABC D E 



ToolBox 
2Mb Memory 
32Mb MardCard 
48Mb HardCard 


269.95 
699.95 


269.95 
749.9.') 


269.95 
799.95 


269.95 
699.95 
749.95 


269.95 
699.95 

799.95 


Total Cos! 


969.90 


1019.90 


1069.90 


1759.83 


1769.95 


Your Priqc 7S9.95 929.95 


979.95 


1499.95 1549.95 



Call Today 43^5/555.2890 

EXPAIMSIOIM 



T E C H N L G 



44862 Osgood Road,Frcmont, California 94539 



circle 120 on Reader Service card. 
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Amazing Hardware Projects 



BBTT^R TrackMouse 



by Robert L. Katz 

In the August 1988 issue of 
Amazing Computing, Dairy 1 Joyce told 
readers how to convert an Atari Trackball 
into a "TrackMouse". This is a nice little 
modification. It is fairly easy to do, and 
the result is well worth the effort. 

When I first saw one of these 
devices, I wondered why anyone would 
want one. After all, the Amiga comes 
with its own easy-to-use mouse. I knew 
about the advantages of Hack bails since 
I had used them during my military 
experience. I had even designed one 
into a command-and-control system we 
were building at work. But I had never 
seen their usefulness demonstrated with 
personal computers. 

However, after talking to a few 
people in our user group, I realized that 
not everyone is fond of mice. For one 
thing, some people don't have good eye- 
hand coordination. For another, mice can 
take up a lot of desk space. A number of 
us here in Albuquerque have made this 
modification. Those who do mosdy 
graphics-type work love them. They're 
able to lean back, put their feet up with 



TrackMouse in lap, and work in an ultra 
relaxed fashion. 

Generally speaking, I liked my 
mouse. However, I disliked having my 
keyboard elevated so much above lap 
level. I had found a nice computer desk 
with a pull-out keyboard shelf. However, 
there was not quite enough room on that 
shelf for a mouse to sit next to die 
keyboard. I used it there, but still I felt 
cramped. After seeing a TrackMouse in 
operation, I began to think that maybe I 
didn't have to suffer this particular 
limitation of a mouse. 

Jerry Poumelle commented on just 
this problem in his Chaos Manor column 
in the August 1988 BYTE. Jerry kept 
losing his mouse under piles of paper. 
He turned to a trackball, and found tliat 
it overcame many of tlie difficulties he 
experienced with mice. For CAD and 
similar graphics-oriented work, a 
trackball is at least as good as a mouse. 
Control is smooth, and it's much easier to 
move the cursor across long distances. A 
trackball also takes minimum desk space 
(even less if you sit back with it in your 
lap). 



It takes two bands... 

Since it seemed that a trackball 
would be a very nice alternative to a 
mouse, I bought one and made the 
modification. It was then that I learned 
about the click-and-drag disadvantage of 
a trackball. While, in many ways, a 
trackball is superior to a mouse, it is 
almost impossible to do click-and-drag 
operations with a trackball. While the 
mouse is a one-handed effort, tlie 
trackball is two-handed. It's even worse 
with the TrackMouse because die 
buttons are in awkward, entirely separate 
locations. After all, the Atari trackball was 
designed for use with video games. I had 
previously purchased a Wico trackball 
for my IBM PC at work. Wico had tried 
to simulate click-and-drag operation, but 
it just didn't work properly. 

The shape of the Atari trackball 
housing does not lend itself to one-hand 
computer usage. It does not have 
sufficient depth, it is too high, and too 
wide. Hence, there is no place to rest 
your hand. I realized that sohdng part of 
the problem would mean rotating the 
whole thing 90 degrees clockwise. This 



Table One 


Original Header-to-Cable Connections: 


New Connections: 




HEADER PINS 

A 
B 
C 
D 


CABLE PINS 

3 
4 
1 
2 


COLORS 

Green 
Brown 
'White 
Blue 


HEADER PINS CABLE PINS 

A 4 
B 3 
C 2 

D 1 


COLORS 

Brown 
Green 

Blue 
White 
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places the short dimension under your 
hand, giving a nice palm rest. I further 
realized that there was no reason why 
the buttons could not be moved where I 
wanted them. 

The one-band trackball 

So, after some thought and 
experimentation, I came up widi a plan 
to make the trackball into a one-hand 
device. I first performed the modification 
illustrated in Darryl Joyce's article. I then 
further modified the trackball circuitry so 
I could turn the whole housing 90 
degrees and still maintain proper ball 
rotation sensing. This is done in two 
steps: 

First, switdi the horizontal and 
vertical axes by switching four wires 
between the header and the new 
connecting cord. (See Table One for 
proper header-to-cable connections.) 

The cable pins can be easily pulled 
out of the header and swapped around 
to the new configuration. This switches 
the horizontal and vertical axes and 
brings us to the second step: 

The new horizontal axis rotation is 
backwards. To correct this, swap two 
circuit board leads. The photograph on 
page 3 of the modification article shows 
the circuit board clearly. Just to the left 
of the vertical trackball bearing rod are 
three traces going up, and then bending 
left by 45 degrees (see photo). Swap the 
outermost two of diese three leads. Do 
this by cutting out about a 1/4 inch of 
each lead. Cut all tlie way through the 
trace at each end of a 1/4 inch section. 
Then use your knife to pull the section 
completely off the board. 

This leaves enough room to solder 
the cross-connecting wires. Gently scrape 
the top of each lead, cleaning off the 
mask, until you have a smooth, shiny 
surface. Take two one-inch lengths of 
wire wrap and strip about a 1/4 inch of 
insulation from each end. Solder these 
wires in an X pattern across the two 
traces. The top left trace end goes to the 
bottom right trace end, and the top right 
trace end goes to the bottom left trace 
end. This completes the electrical 
modification. 

Now we have to make the me- 
chanical changes to give us a true 
TrackMouse. The left switch on the 
Amiga mouse is the actuate button. The 
leftmost button on the TrackMouse is the 
corresponding switch. Move it alongside 
the trackball by cutting off the top (old 



This photo 
shows the 
'guts' of the 
trackmouse 
with the 
modifica- 
tions made. 




left) side of the trackball housing (which 
includes the switch). I used a Dremel 
Moto-Tool with a thin grinding wheel to 
make die cuts. 

This leaves an opening in the 
housing that allows dust to get into the 
trackball mechanism. The opening must 
be dosed off. This may be done in a 
variety of ways. I bought a sheet of 1/16- 
inch plastic from a local hobby store, and 
cut it to fit the opening. I dien used 
Super Glue to fasten the plastic to the 
bottom half of the housing. 

Since the old actuate switch 
requires too much pressure to acti\'ate, 
discard it, but keep the button. Cut out a 
hole in the top of the trackball housing 
about 3/4 of an inch away from die left 
edge of the ball. Epoxy a surplus 
keyboard switch to the underside of the 
housing surface so that the switch shaft 
sticks up through die hole. Then epoxy 
the Atari button to the switch shaft. 
Solder the old switch button wires to the 
new switch. To do this you need to 
extend the wires. Cut about four inches 
off the old connector cable to get the red 
and black wires that are needed. Follow 
the color coding to splice the new wires 
into the existing wires. After extending 
the switch wires, route them along the 
bottom of the case so they do not 
interfere with trackball operation. This 
completes the actuate burton modifica- 
tion. 

The right switch on the Amiga 
mouse is the select button. With the 
rotated housing, the previous right hand 
Atari button now falls under die right 



edge of my hand's heel. I decided to 
leave this button as is, but make it more 
convenient to operate. I positioned a stiff 
flat rubber strip across tiie bottom of the 
housing so its right end rests on tlie 
button. This looks very much like a 
keyboard space bar. I then epoxied die 
right bottom of the strip to die top of the 
button. Finally, I epoxied the left bottom 
of the strip to the housing. 

Note that the Atari logo on the 
(old) bottom of the track ball housing is 
made of embossed foil and glued to tlie 
housing. It can be easily removed. I used 
1/2 inch embossing label tape to make 
my own Amiga logo. 

Putting it to Work 

To use the TrackMouse, I rest my 
palm on the bottom edge of the housing. 
My fingers are free to position ilie 
trackball so I can select a desired menu 
item. When I rest my two nuddle fingers 
on the ball, my index finger falls 
naturally on the switch button. 

With a licde practice, click-and-drag 
operations are almost as easy as with the 
mouse. For other uses, I can easily move 
the ball with my middle fingers, and use 
my pointing finger to click on desired 
items. When I need to actuate the 
menus, I rotate my hand slightly to the 
right, and press down with the palm 
edge, The select switch is sufficiendy stiff 
so that simply resting my palm on it does 
not actuate it accidentally. This modifica- 
tion has made the trackball so easy to 
use that I have permanendy retired my 
mouse. 

•AC* 
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New Products and 
ether Neat Stuff 



Swisb! 

In your armchair basketbatl-star 
existence, do you Find yourself torn 
between the desire to manage your own 
team and the overwhelming urge to run 
up tlie court with an oh-so-graceful lay- 
up. Well, SportTime may just have the 
basketball package for you. OMNI-PLAY 
Basketball, SportTime's latest release, 
offers every angie of basketball simula- 
tion-plus expandibility! 

OMNI-PIAY lets you own, manage 
and coach your own basketball team. On 



the managerial level, you determine 
playoff structures, season lengths, etc. 
You can recruit new players from the 
minor leagues, trade players, or get your 
current herd of hoop jocks into shape at 
training camp. Players are not immune to 
the terrors of real Hfe b-ball, eitlier. 
Players age year after year, and suffer 
injuries as well (beware the possibility of 
a Celtics '88-'89-like club). You will be 
provided with complete slats on all 288 
league players to help guide your 
decision-making as you work your way 




Every angie of 

hoop — plus 

expandibility: 

SportTime's 

OMNI-PLAY 

Basketball 



by Elizabeth G. Pedorzyn 

towards a championship and that ever- 
coveted SportTime trophy. And don't 
throw your jersey in the wash just yet. 
Because on the player's level, you're free 
to pass, shoot, rebound, slam it, make 
the J, and even shatter the backboard. 

What makes OMNI-PLAY Basket- 
ball unique is the game's expandibility 
feature. With the purchase of SportTime 
Option Modules and Support Disks, you 
can expand the peripherals of gameplay 
many fold. The "Side-View" Module, for 
example, lets you enjoy the game from a 
whole new camera perspective. With the 
"College League" Module, you can play 
with the teams, players, and stats from 
tlie 1989 college basketball season. Other 
OpDon Modules include the "Pro 
League", and the "Fantasy League", to 
name a few. 

OMNI-PLAY even has its own 
answer to Bob Cousy. "Tlie Nick and 
Bob Show" features SportTime's two 
favorite annovmcers, Nick "The Net" 
Jones and "Basket" Bob Smitli. Before 
the start of each game and during 
halftime, The Net and Basket will 
provide you with their o-wn analyses, 
predications, and general b-ball banter. 
(Any long periods of silence might be 
interpreted as The Net and Basket's 
having invited former President Reagan 
to do some commentary). 

OMNI-PL\Y Basketball requires a 
minimum 512K. Players can tip off 
against the computer, against one 
another, go two against the computer, or 
sit back and watch die computer chase 
itself up and down tlie boards. OMNI- 
PLAY Basketball — whether your idol is 
Pat Reilly or Pat Ewing, it's bound to be 
right up your court. 

SportTime Computer Software 

3187-G Airway Avenue 

Costa Mesa, CA 92626 

(714)966-1311 

OMNI-PL-\Y BasketbaU: S49.95 

Inquiry s=223 
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A contest, BASICaUy 

Attention, True BASIC program- 
mers! True BASIC Inc. has issued a call 
for entries in its First Annual Best-of 
BASIC Contest. True BASIC will award 
cash prizes to the most innovati^'e code 
submitted in three different categories: 
Educational Software, Subroutine 
libraries, and Other Applications. Cash 
prizes within each category are set at 
S250 for First Place, $150 for Second 
Place, and SlOO for Third Place. 

The panel of very distinguished 
judges will include Professor John G. 
Kemeny and Professor Thomas E. Kurtz, 
who together invented BASIC at Dart- 
mouth College in 1964. Entries will be 
judged on the basis of their originality, 
usefulness, and programming style. 

Contestants must include a copy of 
their Tnie BASIC code on disk. The 
inclusion of documentation, on disk or in 
printed form, is encouraged. No entry 
fees are required. Entries must be 
received at True BASIC'S West Lebanon, 
NH offices no later than 5:00 PM on 
November 17, 1989. Contest winners will 
be announced December 29, 1989- 

For details regarding the First 
Annual Best-of-BASIC Contest, you may 
write True BASIC, Inc., 12 Commerce 
Drive, West Lebanon NH 03784, or call 
(603) 298-8517. 

MErCOM*89 

The Mid-Cities Commodore Club 
will present METCOM*89 on Saturday, 
October 14. The show will feature 
presentations on various topics including 
"Computer Ait" by Marilyn Coughran and 



"Commodore Update" by Andre Freeh. 
The Mid-Cities Commodore Club will be 
sponsoring a number of activities 
including an Amiga workshop and a 
library of Amiga public domain software. 

The show wUl be held at die 
Arlington Convention Center, 1200 
Stadium Drive East, Arlington TX 7601 1 . 
Showtime is from 10:00 AM to 5:00 PM. 
Admission is free. For more information, 
contact Ned Kelly at (817) 277-5825. 

Playing God 

Well, it took God six days took 

complete the task; let's see how long it 
takes the average Amigan to create a 
viable world. (Don't go scurrying to that 
bomb shelter just yet; it's only a game — 
and a rather provocative one at that). 

Populous, the hot new strategy/ 
adventure game from Electonic Arts, 
places you in the role of a god (good or 
evil — your choice) who must build up a 
nation and, at the same time, destroy the 
quests of an opposing deity. In Popu- 
lous, which was designed by the 
European ardst group "Bullfrog", two 
nations are created, both with tlie need 
to populate, claim new territory, and 
attract new citizens. Both nations are also 
trying to increase their territory by 
spreading tlieir populadon across the 
other's land. 

Your initial goal in Populous is to 
promote growth in your nation so as to 
increase your power as a deity. You 
press across the land readying areas in 
which followers may build mud huts, 
houses, or casdes and then settle. The 
larger the setdement, the more power 



you are given, since the more followers 
there are to worship you, the more 
power you are given to influence world 
affairs (sounds a little like MTV). 

Of course, creating your own 
nation is not tlie greatest of your 
challenges. You also have your oppo- 
nent's (un)godly ambitions to worry 
about. To ward off the opposing god and 
his plans for world control, you can use 
your power to turn into a Ifnight, then 
venture on a raid and destroy enemy 
buildings, But, heck, we're talking 
serious power here. Why not just put 
that amateurish raiding stuff aside and 
create a natural disaster. Nothing like a 
tornado or flood to really put a damper 
on an opposing deity's day. Both gods 
will also have to beware of nastj' sea 
monsters and wizards who seek to wreak 
havoc on both nations. These prelimi- 
nary battles will hopefully prepare you 
for the final conflict; Armageddon. 

Populous offers an almost limitless 
amount of gameplay opdons, as players 
may venture into 128,000 worlds. The 
game provides two modes — a conquest 
mode and a custom mode. The conquest 
mode features hundreds of worlds based 
on four different terrains ranging from 
artic to desert landscapes with preset 
fighting conditions. The custom mode 
lets players design tlieir own world and 
select conditions under which to 
populate and fight. You can play against 
Che computer, or two players can wage 
war again-st one another via modem. 

Populous features impressive 3D 
maps and animations, as well as digitized 
sound effects. According to Bullfrog's 



4 








The whole world in your hands: Populous 
from Electronic Arts 



Word processor and then some: 
Mich Tron 's ProText 
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head programmer, Peter Molyneux, 
"Populous incorporates the speed of an 
arcade game, the thought process of an 
adventure game, and the feel of a 
simulation. It is truly an interactive game 
that combines fun and strategy elements 
in one." Probably not too bad for the ol' 
ego either. 



Populous 

Electronic Arts 

1820 Gateway Drive 

San Mateo, CA 94404 

(415) 571-7171 

Price: $49.95 

Inquiry #224 



pro due tiv i ty 

n. The quality or state of being productive, 
ie: 1. producing abundantly. 2. marked by 
abundant production: as, a prodt/cf/Vetime. 
3. as in M2Spnnt Development System. 




Amiga S JllJSp/i/if Developrnenl System with Programmef^ and Library Ret. Manuals and six telease disks 



nr*^9iiiiL 



The complete Modula-2 development environment for 
the Amiga that makes programming fast and easy! 



Fast. Single Pass Compiler 
Powerful Text Editor 
Fast Single Pass Linker 



• Source Level Debugger 
' 1 70+ Libraries in source form in- 
cluding ARP, ARexx, IFF and C 



Fax , Call, or Write for FREE Demo Disk! 

M2S.lnc. 

Box 550279 • Dallas, Texas 75355 
Phone (21 4) 340-5256 • Fax (214) 341-9104 

Demo aSso available on BIX (see MZOemo.zoo in M2S/lislings section) 
and CompuServe (see MSOemo.zoo in Arptgavendor lorum, seclion 12). 



Amiga is the registered Irademark o( Commodore Business Machines 
Circle 131 on Reader Service card. 




Give me a "C", a bouncy "C 

This month, Blue Ribbon Bakery 
will release Bars&Pipes, a breakthrough 
in MIDI music composition. With this 
first object-oriented music composition 
system, you needn't spend days (weeks, 
months) setting up your system. Nor do 
you need to take on a the persona of a 
eighteenth century German composer in 
order to compose music. 

Bars&Pipes four main features 
include The Pipeline, The Toolbox, the 
Sequencer, and The Editor. Using The 
Pipeline, your musical input is guided 
from conception to performance. By 
arranging the pipes and valves, you 
direct the flow of musical information on 
a track-by-track basis. Each Pipeline can 
process information prior to or after 
recording. The Toolbox, features a host 
of different tools, including chord 
substitutor, event filter, and hamiony 
generator, with which to process MIDI 
information as it flows tltrough The 
Pipeline. And, if the available tools are 
still not enough to make you the next 
Bach, you can invent your own macro- 
tool witlt tlie program's Create-A-iool 
feature. 

Widi Bars&Pipes' Sequencer, tliere 
is no iimi: to the number of tracks you 
can record. The Sequencer boasts, 
among other features, global cut, copy, 
and paste; auto-locate registers; looped 
mode recording; global display of music 
on all tracks; and rhythm, chord, key, 
lyric and time signature input. The 
Bars&Pipes Editor lets you view your 
music on a piano roll format, or as bars 
on a staff. You can open multiple edit 
windows at once. Using Tools, you can 
process sections on a note-by-note or 
phrase-by-phrase basis. Each note is 
heard as it is edited. You can also edit 
key, rhythm, and chord change informa- 
tion for algorithmic composition. 

Bars and Pipes 

Blue Ribbon Baker>' 

1248 Clairmont Road, Suite 3D 

Atlanta, Georgia 30030 

(404) 377-1514 

Price; $250.00 

Inquiry #225 

AH rolled into one 

MichTron's new ProText is a fully 
integrated word processing package tliat 
combines the features of a word proces- 
sor, text editor, and command line 
inteipreter. 
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OTii£^ n^CDUc T^ mca VW : 



Acft Pics 

Tangent 270 

2509 Dahlia 

P.O. Box 38587 

Denver, CO 80238 

(303)322-1262 

Price: S49.95 

Inquiry »227 

vVjiiigaDOS Reference Guide, 3rd edition 

Chilton Book Company 

One Chilton Way 

Radnor, PA 19089 

(215)964-4000 

Price; S21.95 

Inquir>' «'228 

Color Window 3.1 

Kinibersoft 

13281 72nd Avenue, Suite 201 

Surrey, BC, Canada V3W 2N5 

Inquiry *229 

CrossDos 

Consulu-on 

11280 Parkview 

Plymouth, Ml 48170 

613) 459-7271 

Price; S30.00 

Inquiry *230 

Denaris 

Hard Wired Entertainment 

2171 Dunw'in Drive, Unit 13 

Mississauga. Ontario, Canada, L5L 1X2 

(416) 569-1212 

Price: S39.95 

Inquiry * 231 

F40 Pursuit Simulator 

Titus Software Corporation 

20432 Corisco Street 

Chatsworth,CA 91311 

(818) 709-3692 

Price: $44.95 

Inquiry* 232 



JGoodies_l 

Delta Research 

P.O. Box 1051 

San Raphael. CA 94915 

(415)461-1442 

Freely redistributable JForth software 

Inquiry- =233 

Jinks 

Hard Wired Entertainment 

2171 Dunwin Drive, Unit 13 

Mississauga, Ontario, Canada, L5L 1X2 

(416)569-1212 

Price; $29.95 

Inquiry' =234 

King James Version Bible on Disk 

Easy Script 

10006 Covington Dr. 

Humsville, AL 35803 

(205) 881-6297 

Price: $25.(X) 

Inquij^' *235 

Professional Page Templates 

and Design Guides 

Gold Disk 

P.O. Box 789, Streetsville 

Mississauga, Ontario, Canada L5M 2C2 

(416)828-0913 

Price: S59.95 

Inquir>'=236 

Prospector in the Mazes of Xor 

Eurosoft International 

70 Woodfln Wace, Suite 400 

Ashville, NC 28801 

(704) 255-7590 

Price: 539.95 

Inquiry *237 

ProWrite 2.5 

New Horizons Software 

206 Wild Basin Road, Suite 109 

Austin, TX 78746 

(512)328-6650 

Price Si 24.95 

Inquiry' =238 



SID; A Directory Utilit>' 

Software lngenuir\- 

11325 94th Street North 

P.O. Box 10084 

Largo, FL 34643 

(813) 393-8240 

Available as shareware; 

$25.00 contribution required to become 

registered user. 

Inquiry =239 

Structured ClipArt 

Gold Disk 

P.O. Box 789, Streetsville 

Mississauga, Ontario 

Canada L5M 2C2 

(416)828-0913 

Price: S59.95 

Inquir\' *240 

Super_DJ V2.0 Printer Driver 

Creative Focus 

P.O. Box 580 

Chenango Bridge, \Y 13745-0580 

(607) 648-4082 

Price: S25.00 

Inquiry =241 

Turbo 

Microlilusions 

17408 Chaisworth Street 

Granada Hills, CA 91344 

(818)360-3715 

Price: S24.95 

Inquiry =242 

X-CAD Designer 

Hazlitt Mews 

Off Hazlitt Rd. 

London W14 OJZ England 

(01)603-3313 

Nortli j^merican distribution through: 

American Software Distributors 

(800) 225-7941 

Price: SI 49.95 

Inquiry =243 



ProText's word processing features 

include an easy-to-use spell checker. 
You can spell-check an entire document, 
a block of text, or use' it interactively as 
text is entered. There is also word 
search, as well as a user-definable 
dictionary. Text pages are automatically 
formatted as they are entered and edited. 
Foonotes can be entered into your 
document; headers, foolers, and auto- 
malic page numbering is also available. 

ProText also features mail-merging 
capabilities, allowing you to personalize 
documents based on information 
contained in a data file. Selective, 
conditional, and alternative text merges 
are all possible. Text editing features 



allow you to cut and past blocks of text 
from one file to another. 

Witli ProText's command-line 
interpreter, you can pcrfonn desktop 
fimctions without exiting the program. 
You can t\m programs such as com]3ilers, 
assemblers, and linkers from within 
ProText. The MichTron package offers a 
hassle-free environment, with all 
commands being accessible through 
menus, and full on-line help available at 
any time. 

The program supports most dot- 
matrix printers, including 24-pin printers; 
21-pin drivers are included. Several laser 
printers are also supported. A print 
buffer is also included, allowing you to 



use the program while printing a 
document. Odd and even pages can be 
printed separately to allow for double- 
sided printing. 

MichTron's ProText runs on a 
minimum 512K RAM. The package 
includes the program disks and a hefty 
wire-bound manual. 

ProText 

MichTron 

576 S. Telegraph 

Pontiac, MI 48053 

(313) 334-5700 

Price: SI 99.95 

Inquiry =226 

•AC- 
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The Amazing Computing Freely Redistributable Software Libraiy 

announces the addition of... 



New Orleans Commodore Klub's 



inNOCKulation Disk 

Version 1 .5 

To help inform Amiga tisers of the newer Amiga viruses and provide them with the 
means to detect and eradicate those pesky little critters! 



Files and directories on the 
inNOCKulation Disk include: 



Virus JTexts (dir) 

Various text files from various places 
(Amicus *24, PeopleLink, and 
elsewhere!) describing the VirusCes) and 
people's experiences and their 
recommendations; TVSB ''The Virus 
Strikes Back": satirical text describing 
future efforts to rid the universe of the 
dreaded (silicon) viruses! Interview with 
tlie alleged SCA virus author! 



WB_yirusCbeckers (dir) 

VirusX3.2 

Runs in tlie background and checks disks 
for viruses or non-standard boot blocks 
whenever they are inserted. (Recognizes 
several vinjses and non-standard boot 
blocks. Removes virus in memory. Has a 
built-in "view boot blocks" & other 
features.) 

Sentry 

Revision of VirusXl.Ol in Lattice C. 

ViewBoot 

Highly active mouse-driven disk and 
memory virus-checker which allows you 
to look at the pertinent areas (useful in 
case you susjject a NEW virus!) 



VKrestS.2 

Watdies memory for viruses; will alert 
the user and allow their removal if 
found. Can check & INSTALL disks, etc. 



CLI_VirusCbeckers (dir) 

AVirusII 

From The Software Brewery (W. 
German). Disables a virus in memory. 

ak_Doctor3 

Corrects problems with the clock (caused 
by malignant programs, perhaps not 
really a "virus") (A500 & A2000) 

Guardianl.l 

Checks for attempts at viral infection at 
boot! Allows you to continue with a 
normal boot (if desired). Includes a small 
utility program to j>ermanently place the 
program on a copy of your Kickstart 
disk. 

KiUVirus 

Removes (any?) virus from memory. 

VirusKiOer 

A graphically appealing and user friendly 
program by TRISTAR. 



Boot-Block _Stuff 

SaJeBoot2.2 

SafeBoot will allow the user to save 
custom boot sectors of all your 
commercial disks and save them for such 
an emergency'. If a virus somehow 
manages to trash the boot sectors of a 
commercial disk, just run SafeBoot and it 
will restore the boot sectors, therefore 
saving your disk!! 

Virus _AlertV2.0.1 

Yet another anti-virus program with a 
twist. Once installed on your boot disk a 
message is displayed just after a warm or 
cold boot notifv'ing the the user diat the 
disk and memory are virus-free, and 
forcing a mouse-button press before 
continuing. 

BootBackl 

Saves and restores boot-blocks. Runs 
from CLI only. 

Antivirus akaAVBB 

Includes SEKA assembler source. 

XBoot 

Converts a boot-block into an executable 
file, so you may use your favorite 
debugger (Wack, Dis, ...) to study it. 



The inNOCKulation disk also includes 
icons and arc files. 



To order the inNOCKulation 
disk, send: $ jcT f\f\ 



includes postage 
& handling 



($ 7. 00 for non-subscribers) 



Amazing Computing 

inNOCKulation disk orders 

P.O. Box 869 

Fall River, MA 02722 
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Amazing Review 



9{iSoft 



ComviCer 



by Cole CaUstra 

"Yet another BASIC compiler?", 
you ask. Well, yes and no, Up to now, 
we have seen old unreliable (AmigaBA- 
SIC), as well as A/C BASIC and True 
BASIC. HiSoft BASIC Professional, 
published by MichTron, Inc., is the 
newest package to hit tlie market. At 
first, it seems to be a combination of A/ 
C BASIC from Absoft and True BASIC 
from True BASIC, Inc. However, HiSoft 
BASIC has more powerful features than 
either of these. 

At one time or anoilier, many of us 
have used AmigaBASIC, found on die 
Extras disk, and quickly realized that it 
could not be used for any serious 
application. The editor lacked many 
features, crashed often and, worst of aU, 
was painfully slow. To a great extent, 
HiSoft has con-ected these problems. 

HiSofipluses 

This package includes a faster 
editor with some very good features, 
including search and replace and 
compiling from wthin the editor. In 
another helpful feature, after you have 
tried to compile your program, HiSoft 
will jump to the line that contains an 
error , 

The editor is very quick and 
performs all operations witli ease. 
There are no more delays when 
scrolling through your source code, and 
your program is not left hanging after 
an error. You can compile and run your 
program from within the editor, al- 
though this may require some added 
memory. 

The compiler's combined linker is 
also fast and efficient. It links the modules 



itself for stand-alone code, although it can 
produce BLink-compatible object code. To 
check the efficiency of the startup code, I 
linked in with die Lattice C startup module 
(c.o) instead of letting the compiler do it for 
me, and it pro- 
duced a larger 
code size than 
what I got with 
the HiSoft com- 
piler. As for 
speed, it is one 
of the fastest 
compilers I 
have seen. 

The com- 
piler gives you 
the option of 
producing 
stand-alone 
programs, or 
programs that 
will run like a 
stand-alone but 
need the 

HiSoft. Library 

in the LIBS: direaory. Note that the true 
stand-alone requires at least one megabyte 
of memory and the HB. Compiler will not 
produce true stand-alone on the first disk. 
You will need to use the HBS, Compiler on 
the second disk. 

The language itself is about 95% 
compatible with AmigaBASIC, with a few 
simple differences. For example, all 
DECLARE .. LIBRARY statements must be 
made after the library is opened. Also, the 
UBRARY CLOSE statement will not work. 
It will compile without errors, but when 
the program is run, it wUl crash. An 
interesting note on HiSoft's completeness 



This package includes 
a faster editor with 
some very good fea- 
tures. As for speed, it is 
one of the fastest com- 
pilers I have seen. 



is that, when the programs created with 
it actually do crash, there is a different 
GURU message that lets you return back 
to where you were after you hit the left 
button, instead of resetting the machine 
(a welcome 
change for many 
programmers!). 
There are other 
smail differences 
between the two 
languages, but 
these shouldn't 
affect your pro- 
gramming too 
much. 

HiSoft also 
took a step 
forward in their 
language in that 
it is not just 
compatible with 
AmigaBASIC, but 
with some of A/C 
BASIC'S enhance- 
ments as well. 
They have also introduced some new 
statements of their own, while adding 
features to the existing ones in AmigaBA- 
SIC. An example is the SELECT CASE 
statements, which allow you to build a 
structure of different statements to 
execute if a variable is equal to a certain 
set of values, very much like the switchO 
statement in the C language. Two very 
useful statements are INCR and DECR, 
which will increment or decrement a 
numeric variable by one, thus replacing 
the traditional X-X+1 with INCR X. The 
major difference here is readability and 
speed. 
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Meet a team of the friendliest 

financial organizers 

you'll ever run across. 




when you want to manage your personal finances, Money 
Mentor goes a step beyond. 

Plug Money Mentor into your Amiga and a vinual icamwork effon takt■^ place in 
n'atehing over e\er>' aspect of your personal finances 

The new "C" version of Money Mentor is the friendliest financial organizer 
obtainable lotjay' 

Nov.- you can c\pcricncc super-speed data entry, dazzling graphic uuipui and 
an extremely friendly altitude! 



Smart Scrolls for speed. 

Money Mcnliir has a truly unique system called Siruirl Senilis, thai handles a 
(itversiiy of oiher»-ise lediuu.s data enin- functions and clips alonj; sanng you up 
til 7()"iiofyour typing lime li'sa.(m«rf addition to Money Mentor, that's why we 
call ii Stmiri Senilis. 

Money Mentor Features: 

• Net VI orth Statement 

• 2(KI Hudgel Categories 

• .W Integrated Accounts such a-s Cheeking. Cish. Sa>ings and Crcilit C:ards 

• Klalxiraie Search Routine allows editing of lrans;ictions according lo your 
specific guidelines 

• Auiomatic <]heck Printing 

• Aummaiic Account Halancing 

• Color draphiL Reports illustrating actiml is. bud^vted amounts 

• (Ker 50 Reports to choose from! 

What they're saying about us! 

".Wr^f/rj- MvTiUtr btL^ la he thr Jthx'st Itttik uyid ftvt t}/ any rnnriiy uutmt^vr 
/Mitkuixi-'/iir homo iisi- tlxtt I Ixii v etvr seen. —Amiga .Venlr^ 



— .4fna/in^ Ovrnputing 



"Moniy Mentor is an excellent product " 

Money Mentor is for ever\'one! 

It docs more than just keep your checkbook balanced .Money .Mentor helps you 
manage your personal finances which is imponani lo any family or individual 

Willi Money .MenKir, you can be limking better tinaiicially 

Order Money .Mentor HKlav 



Money Mentor sells 
for only $95.95! 



VISA- 



C» 




SEDONA SOFTWARE 



SEDONA SOFTWARE/11828 RANCHO BERNARDO RD-, SUITE 128-20/SAN DIEGO. CA 92128/CALL (619) 451-0151 

Circle 119 on Reader Service card. 



HiSoft has also added a statement 
called PCOPY, which dumps the 
contents of the sta'een to the printer, like 
the ScreenDump program on the Extras 
disk. Additional enhancements include 
borderless windows, windows that are 
not GIMMEZEROZERO (a flag in 
Intuition that prevents you from drawing 
on the borders), backdrop windows, and 
a flag to the COLOR statement allowing 
you to set the drawing mode. 

The down side 

Although HiSoft is graced with 
features, it does suffer from some major 
problems. The OPEN statement does not 
support non-AmigaDOS device names, 
so COMl:, SCRN:, and LPTl: do not 
work anymore. Instead, HiSoft uses SER: 
for the serial port, PRT: for the printer, 
and CON: or RAW; for tlie screen. 
However, a problem may arise when 
changing the serial port parameters. SER: 
goes only by the preferences settings, 
thus making HiSoft impossible to use 
when writing a terminal or BBS program. 



Further, the manual lists a FILL 
statement which does not exist in the 
compiler. In die revision, HiSoft gives 
instructions to disregard the manual and 
use the more powerful PAINT statement. 
Unfortunately, I received the newest 
version too late. It had been damaged in 
shipping and did not work anyway. 
Some other bugs in the program are the 
MENU OFF and MOUSE OFF statements, 
which simply did not work at all. 

For teclinical support, Michtron has 
a bulletin board, a customer support 
number, and conferences on many of the 
major commercial networks. I used their 
BBS a few times to ask questions, and 
the responses were alway.s quick and 
accurate. They also take suggestions for 
future versions of the compiler, which is 
good policy for any software company. 

Summary 

If you plan on doing some casual 
programming and don't mind the bugs in 
the OPEN command, I would recom- 
mend HiSoft BASIC Professional. I have 



used it extensively in developing 
applications soft\v'are, and I believe it to 
be a verj' powerful tool for any program- 
mer, beginner to expert. I would also 
recommend it to any avid AmigaBASIC 
fan. Its features and the program quality 
it generates are well worth the price tag. 

•AC* 



Product Information 



HiSoft BASIC Professional 

The Old School 

Greenfield, Bedford 

England MK455DE 

Contact in US: Apex Resources 

129 Sherman St. 

Cambridge, MA 02140 

(617)876-2505 

(800)343-7535 

Price: SI 59.95 

Inquiry #221 
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Amazing Gome Reviews 



SNAPSHOT 



by R. Bradley Andrews 

Grand Prix Circuit 

First on ±ie list this month are two 
recent releases from Accolade: Grand 
Prix Circuit and Fast Break. 

Subtitled as the "Formula One 
Racing Simulation, " Grand Prix Circuit 
puts you in control of some of the fastest 
cars in the world. Each of the three cars 
is rated in three areas — speed, handling 
and braking ability. The Ferrari, while a 
bit slower, is the easiest to handle and is 
a good beginner's car. The Williams is in 
the middle and requires a bit more skill, 
while the McLaren is the most respon- 
sive, but also the most difficult to 
control. 

Eight famous race tracks are 
available. From the Circuit de Monaco to 
the Detroit Grand Prix Circuit, each has a 
different layout and will require different 
driving strategies to master. 

While you can practice on any of 
the tracks to leam how to shave every 
second of time off your score, most time 
will be spent running the single race. 
The first stage is a qualifying round, 
where one car's time is compared to the 
times of the other cars to determine its 
starting position in the lO-car starting 
grid. The actual race can be anywhere 
from a short sprint of one lap, to an 
endurance marathon of a full 99 laps. 



Four Amiga Games 



In longer races, it is not just a 
matter of driving around and around the 
track; as in a real race, pit stops begin to 
play an important role. While pit stops 
cost time, the resulting increase in 
performance and handling is more than 
enough to make up for any loss. 

For additional variety, difficulty 
levels range from the Rookie level where 
things are relatively easy, to the Pro level 
where everyone is out for blood. Once 
enough confidence has been gained on 
each race course, a complete tour of 
eight races can be done sequentially. 

The main display features the 
competing car dashing along the bottom 
third of the screen, while the view of the 
windshield takes up most of the remain- 
ing screen. Two rear view mirrors are 
mounted just above the dash, allowing 
the driver to keep an eye out for cars 
approaching from the rear. The location 
of the car on the course is shown in the 
upper left comer, and the time is shown 
in the upper right. The graphics are 
crisp, clear and well drawn. The sound 
also compliments gameplay. 

Gameplay itself is the game's 
biggest shortfall. While a steering wheel 
would be the best device to use in a 
racing game, a joystick can work OK. 
But the game is far to sensitive to slight 



joystick movements. It is very easy to 
end up weaving from side to side when 
trying to get centered back on the road. 

It is also extremely easy to run into 
the another car when coming off of the 
starting line. One collision can end the 
whole race before it even gets started. 
While this is very frustrating, it might be 
acceptable if there were a quick way to 
get back into the race. Alas, even the 
"quick" start option still requires a long 
delay for the title screen to come up and 
then for the game to reload. 

Wliile Grand Prix Circuit looks like 
a very detailed simulation of racing, the 
control difficulties make it unsuitable for 
all but the most fervent racing fan to 
enjoy. If Accolade could fix the steering 
problem and the ease of collision at die 
starting stage, this might be a game 
worth looking at. But for now, I would 
recommend avoiding it. 

Fast Break 

The Slammers and the Jammers 
come head-to-head in a three-on-three 
variant of basketball where the focus is 
on action and well executed plays in 
Accolade's Fast Break. 

Each game begins with the 
standard setup sequence. First, the time 
per quarter (3, 6, 9 or 12 minutes) is 





Grand Prix Circuit' Fast cars 
and fast reflexes on the track. 



Fast Break: Slamming and 
jamming three-on-three. 
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chosen. Shorter games play faster, bun 
longer games add more challenge. Then 
you must decide which team the 
computer should control, or if it •wil "sit 
out" and let two players go head-to- 
head. 

Two more decisions must be made 
before the game can begin. Decide 
which four out of the available 15 plays 
will be active at the start of the game. 
Though these can be changed during 
time outs and between quarters, take 
care to choose a set that will compliment 
each other and allow for the most 
scoring possibilities. One play slot can 
even be a play of your own design, 
allowing even greater flexibility. After the 
plays have been set, it is on to player 
selection. Each team has a total of six 
available players, two in each position of 
guard, forward and center. Matching the 
player's skills between themselves and 
against the chosen preset plays is 
important in order to be successful. 




Defensively, five options are 
available during a game: Fast break, 
Man-2-Man (tight), Man-2-Man (loose), 
Trap, and Double Team. A wise coach 
will learn how to quickly switch to the 
most effective strategy for tlie action at 
hand. 

While the preset plays are available 
on offense, nothing prohibits a player 
from charging the basket if a lane opens 
up. While correctly implementing a fixed 
play will increase the chance of a 
successful shot, it is often necessary to 
change the call in mid-play. Shots can 
range from slam dunks to long distance 
three pointers. Rebounding also plays a 
role in both offense and defense and 
must be played aggressively. 

Be careful not to be over aggres- 
sive. Both fouls and violations are 
portrayed in the game. Fouls can occur 
when either an offensive or defensive 
player has physical contact with anotlier 
player. Violations are infractions of the 



i^ Rambo III: The 

Soviet slime have 
captured your 
mentor, Colonel 
Trautment, and 



boy are you mad! 



Qix: The arcade 

game makes it to 
the Amiga in tnee 
form. 



rules, such as the 24-second shot clock, 
and the half court violation. Many normal 
problems, such as double dribbling, 
simply don't occur in the game since the 
computer handles die task of dribbling. 

During the game, most of the 
screen is taken up with a view of the 
active half of the court. Along the bottom 
of the screen is a status area with such 
information as die currently active 
offensive and defensive players, the 
score, and the time remaining. The 
graphics diemselves, while clear, 
somehow lack tlie zest found in many 
other action games. In fact, many of the 
starting screens where the game settings 
are set feature nothing but text on a 
colored background. The sounds are 
accurate, right down to tlie squeaking of 
hi"Eops on the court floor. 

As die rulebook states, you can use 
as mtich basketball strategy as you are 
willing to learn in Fast Break. However, I 
found diis to be its biggest failing. While 
the game may be great for someone who 
dreams about the perfecdy executed pick 
and roll, those of us who know little 
about basketball and do not have the 
time or inclination to learn a great deal 
are left in the dust. I also found the 
controls difficult to comprehend. Even 
tlie practice area was hard to master, and 
this is where I am supposed to learn 
how to play tlie game! 

I am coming to the realization that 
I either really like, or really dislike an 
Accolade game, and unfortunately, I 
cannot recommend Fast Break. While the 
game has potential, it does not live up to 
the needs of most game players. If you 
are a knowledgable basketball fan, you 
may want to check out this game 
anyway; diere is not much competition. 

Rambo III 

Next, it seems that the Soviets have 

captured your friend and mentor, 
Colonel Trautment. You are the only 
man alive with the ability to penetrate 
the enemy compound and rescue the 
man who taught you everything you 
know. So begins Rambo III, from Taito. 
Based on the movie of the same name, 
the ganie combines elements of arcade 
action with strategic planning as the 
daring rescue mission is carried out. 

Beginning in the fortress, you must 
find where the Colonel is being held and 
release him. While this may sound 
simple enough, large numbers of guards 
patrol nearly every inch of the com- 
pound and you will need to carefiilly 
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A Winning Hand! 
Amazing on Disk 

Source Listings and Execu tables from the pages of Amazing Computing.' 
Only $6.00 per disk ($7.00 for Non-Subscribers) 





Gels In MultiForth Parts I & II: Using Gels in MultiForth. 

FFP & IEEE: Math routines in iV!odula-2. 

CAI: Computer Aided Instruction in AmigaBASIC. 

Tumblin' Tots: Save the falling babies in this game. Written in assembler. 

Extra Goodies: Three freely redistributable programs- \''Gad, MenuEd & Bspread. 



AC #2 

V4.4 



Fractals Part I: An introduction to the basics of fractals with examples in AmigaBASIC, True BASIC, and C. 

Shared Libraries: Using shared libraries in C. 

MultiSort: Sorting and intertask communication in Modula-2. 

Double l^layfield: Using dual playfields in AmigaBASIC, 

'881 Math Part I: Programming the 68881 math coprocessor chip. 

Args: Passing arguments to AmigaBASIC. 




Digitized Sound: Playing digitized sounds using Modula-2, 

'881 Math Pan II: Pan II of programming the 68881 matli coprocessor chip using a fractal sample. 

At Your Request: Using the system-supplied requestors from AmigaBASIC, 

Insta Sound: Tapping the Amiga's sound from AmigaBASIC. 

MIDI Out: A MIDI program that you can expand upon. Written in C. 

Diskless Compiler: Setting up a compiler environment that doesn't need floppies. 



AC #4 



V4,7 Si 4.8 



Fractals Part II; Pan II on fractals and graphics on the Amiga in AmigaBASIC and True BASIC. 

Analog Joysticks: Using analog joysticks on the Amiga in C. 

C Notes: A small progratn to search a file for a specific string in C. 

Better String Gadgets: How to tap the power of string gadgets in C. 

On Your Alert; Using die system's alerts from AmigaBASIC. 

Batch Files: Executing batch files from AmigaBASIC. 

C Notes: The beginning of a utility program In C. 



AC #5 

V4.9 



Memory Squares: Test your memory with this AmigaBASIC game. 

High Octane Colors: Use dithering in AmigaBASIC to get tlte appearance of many more colors. 

Cell Animation: Using cell animation in Modula-2. 

Improving Graphics; Improve the way your program looks no matter what screen it opens on. In C. 

Gels in Multi-Forth-Part 3: The third and final part on using Gels in Forth, 

C Notes 4.9; Look at a simple utility program In C. 

Russell's Stuff; A collection of PD programs including: lD_Cells, Colourscope, ShowILBM, Labyrinth_II, 

Most, and Terminator. 
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pick your way through the maze and 
make it to the next section. 

After tlie Colonel has been rescued, 
it is off to the vehicle compound. Here, 
the enemy's veliicles must be neutralized 
by carefully placing demolition charges, 
escaping afterwards in a waiting helicop- 
ter. Finally, you face a nm to the border. 
The chopper takes you to a waiting 
enemy batde tank which you must guide 
in a desperate race to escape the country 
before being caught by die enemy. 

The guards are die principle 
hinderance to the successful completion 
of your mission. \X'hile most are fairly 
dumb and follow a fixed pattern of 
movement, ■walking into their view 
causes them to attack witli extreme fury. 
And this additional noise draws otlier 
guards, which can further ruin your day. 
Fortunately, if enough attackers are siain, 
peace returns and continuation of the 
mission is possible. Electric doors and 
mines also block your path and can 
prematurely end the mission. 

However, not everything in the 
game is harmful. While initially armed 
with only a knife and your wits, various 
useful items are scattered along your 
path. Stashes of botli normal and 
explosive arrows can increase your 
ability to slice through foes. Medical Kits 
can restore lost strength. Other items, 
such as infrared goggles and rubber 
gloves can prove very useful. 

The graphics in the game are done 
very well and rival tliose seen in 
tradidonal coin-op games. Some of the 
effects, such as the picture of Rambo 
turning white as strength is lost, are very 
detailed, and when combined with the 
smooth charaaer movement, serve to 
draw the player into die playing experi- 
ence. The sound compliments gameplay, 
though the background music can 
become tedious if left playing for a long 
time. The joystick is the principle input 
device and works very well. 

However, the game is not all roses. 
A save game feature would have been 
really nice, since it can often take quite 
some time to complete even the first part 
of the game. The instructions are also 
very simple and lack some of the 
information needed for gameplay. 
Because of this, it is very easy to do 
something that will end your life widiout 
even realizing it, such as walking into an 
electric door. I even walked into a 
minefield and was destroyed even 
though I was carrying a mine detector. 



Since each game only gives you 
one shot at success, death is an extreme 
bummer. I find litde reason that such a 
long game should require restarting at 
the beginning after every death. Two to 
five lives would have been much more 
reasonable, 

Much of the playing time involves 
imprinting the layout of the entire 
complex in your mind, so required tasks 
can be accomplished quickly. Drawing a 
map on a piece of paper could be useful, 
but most people would not bother to get 
so involved in a game. 

On the whole, Rambo III is a very 
good arcade action game. While the 
quickness and finality of deadi can be 
most annoying, enough variety and 
enjoyment is provided to keep any 
gamer occupied for a long time. Defi- 
nitely worth die money. 

QIX 

Finally this month is a new version 
of an arcade classic. Taito has finally 
brought QEK (pronounced kicks) to 
Amiga screens everywhere. QIX is 
different than nearly every other com- 
puter game and is a challenge to 
describe. (It is the game that inspired 
Powers tyx, reviewed last issue.) 

All play in QDC occurs in a large 
rectangular area, a certain percentage of 
which must be boxed off to advance to 
the next level. Movement is restricted to 
the interior boundary of the enclosed 
area. This starts as the playfield edges, 
but these edges grow as more and more 
of die screen is filled in. Filling an area 
involves holding the fire button and 
pushing the joystick jjerpendicular to 
your current direction within die game 
boundary. The enclosed area can be any 
shape as long as it ends back on another 
interior edge. 

Areas can be "drawn" at either 
slow or fast speeds. Slower speeds gain 
more points, but also place your token at 
increased risk. While drawing a box, you 
are vulnerable to contact witli the Dix, 
tlie multi-colored line thingie that semi- 
randomly goes around the screen. If it 
comes into contact with either you or an 
unfinished box, you will lose a life. Once 
an area is enclosed, however, it becomes 
safe and may be used as a launching 
point for further boxes. 

Two other enemies also seek to 
hamper your progress. SPARX also trace 
dieir way around the interior edge and 
any contact with them causes instant 
death. While diey are relatively easy to 



avoid by drawing a new box, more and 
more are added die longer it takes to fill 
the required percentage of the screen, 
until a collision somewhere is almost 
assured. The other enemy is the SPRITZ. 
They are shaped like the sparks, but 
roam the interior of the playfield, and are 
only deadly while in die middle of 
drawing a line. 

You might think it would often be 
good to start a line, then pause and wait 
for danger to pass. Well don't pause too 
long, since an unfinished border 
becomes a fuse if you pause for more 
than a short time. If caught by a fuse, 
you will die! 

For such a simple game, it is still 
surprisingly fun. The graphics are 
relatively simple by modern standards, 
though tlie fill patterns are a litde more 
detailed. The joystick works fine as a 
control and the sounds used flow with 
gameplay. 

While not the world's best game, 
QIX would make a valuable addition to 
any arcade collection and is a fairly 
inexpensive way to spend some playing 
time. 

•AC- 



Grand Prix Circuit 

.\ccolade 

550 South Winchester Blvd. 

San Jose, CA 95128 

(408) 985-1700 

Price - $49-95 

Inquiry #201 

Fast Break 

Accolade 
Price - $44.95 
Inquiry #202 

QIX 

Taito 

267 West Esplanade 

Nortli Vancouver, B.C. 

Canada V7M.1A5 

(604) 984-3344 

Price - $39.95 

Inquiry #203 

Rambo m 

Taito 
Price - $34.95 
Inquiry #204 
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Insight into the World of Freely Redisributable Software for the Amiga^ 



by Mike Morrison 



Fred Fish Disk #229 

AlarmingClock; An alarm clock tliat 
plays two digitized sounds when it goes 
off. One is an explosion and the other is 
a man screaming. I took the autlior's 
advice and played it through my stereo 
at half volume. It would definitely wake 
me up, and the neighbors, and the guy 
down the block. In the read me file, tlie 
author says that tlie sounds are IFF but 
he reads them as hunks. I tried a few of 
my own sounds that were straight data 
samples that still sounded close to the 
actual sound. I had to rename my sound 
to one of the two orignal sounds in order 
to get it to work. Includes source. 
Author: Brian Neal 

DrawMap: This program generates 
pictures of tlie Earth as if you were 
looking at it from space. It can generate 
several different views: flat, mercator, 
globe and orbital. You can pick a spot 
on tlie Earth for it to use as the center of 
tlie map it generates. It takes an average 
of 35 seconds to draw each view. 
Includes source. AuUior: Brj'an Brown 

EmpoKJS; A text adventure game. You 
are living on the island of Emporos, 
where several countries exist. Your goal 
is to make one of these countries your 
own. Binary only. Author: Roland Richter 

esuoM: This program changes the 
direction of the mouse to opposite of the 
input. It can be a fun joke to play on 
someone. Includes source. Author: Rob 
Eisenhuth 

LeftyMouse; This program swaps the left 
mouse button with the right, and vice- 
verse. A nice program for left-handed 
people. Includes source. Author: Rob 
Eisenhuth 



Shuffle: A program that will shuffle all 



the screens that are open. When you use 
Left-Amiga-M, the front screen will go to 
tlie back. Includes source. Autlior; Rob 
Eisenhuth 

Sim; This program was a little out of my 
ball park so here is an excerpt from the 
description that comes on the disk: A 
simulator for register-transfer nets, 
which are used to describe hardware 
systems. This version also provides a 
compiler to define new devices in 
addition to Sim's internal devices. 
Version 4.0, binary only. Autlion Gotz 
Muller 

^^^^^ ^„ jj_„, , Fred,FJshi pi^k J||g,., ,,;,.,,,,j„„,j.. 

AskTask: Shows all of the tasks in the 
systern attached to ExecBase. You can 
then examine different bits of tlie task 
structure. Displays priority', state, flags, 
stack, signals, etc. You can remove 
tasks, change the priority of a task, or 
send arbitrary signals to a task. 
Removing tasks can cause the system to 
come tumbling down, so be careful. 
Version 2/4/89, includes source. Author: 
J. Bickers 

Fedup: See Expansion Drawer. 

Filelb A database program that was first 
prototyped on a CP/M system in Turbo 
Pascal 3- Eventually it was ported to the 
Amiga and translated to DRACO. The 
autlior suggests that an Intuition interface 
should be added in tlie next upgrade. 
Version 1.0, includes source. Author: 
John Davis 

NComm: A telecommunications program 
based on Comm version 1.34, by DJ 
James. The program has been enhanced 
with many new features and rivals some 
of the commercially available 
telecommunications programs. Included 
are several auxiliary programs such as 
AddCali, Caillnfo, Ibmlso, PbConvert, 



and ReadMail. This is version 1.8, 
binary only. Autlior: DJ James, Daniel 
Bloch, Torkel Lodberg, et al. 

PrivHndlr; A privilege violation handler 
for the 68010 CPU. This program is 
similar to Decigel but will survive a 
reboot so you can use it with copy- 
protected programs that run from boot. 
Version 3, includes source in as.sembly 
code. Author: John Veldthuis 

Quattro: A Tetris clone. This program 
plays the same as the other Tetris-like 
games but has a few extras. It has three 
levels of play, sound effects, a 43-color 
background, next stone preview, and 
joystick or number pad control. Version 
1.0, binary only, source available from 
autlior. Author: Karl-Erik Jenss 

Fred Fish Disk #251 

Diflf; Another diff program. This one 
implements the algorithm from 
Communications of the ACM, April 78. 
Has enhanced output. Includes source. 
Author: Donald C. Lindsay 

File: A program that looks at a file and 
tries to figure out what its tj'pe is. 
Recognizes font files, icon files, 
executable files, standard object files, 
compressed files, command scripts, C 
source, directories, IFF files, LaTeX 
source, Modiila II source, arc files, shell 
commands and .scripts, TeX source, dvi 
files, uuencoded files, yacc files, zoo 
archives, etc. Version 1.0, includes 
source. Author: Edwin Hoogerbeets 

NoClick2: A program which stops the 
empty dri\'es on the B2000 from clicking 
when using AmigaDOS 1.3- It should 
also work on an A500. Binarj' only, 
source available from author, .\uthor: 
Norman Iscove 

Plot A program that works with 
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Expansion Drawer 



Fred Fish Disk • 230 

This program is a file editor. You can load either binary or ASCII files to look at or edit. 
It is best used for binary files. The program assumes a record length of 256 bytes. If die file does 
not end with an even 256-byte record, the program will pad the empty space with the ^ sign. Of 
course, you can't edit this area. 

When you start Fedup, an open requester comes up. Once you have selected a file to 
load, you can then move througli die file by records. Status information is displayed on die 
screen, such as current record, last record, and the name of the file you are currendy working 
on. The program uses the arrow keys to move around. The fde is displayed in bodi hex and 
ASCII. You can choose to edit in either hex or ASCII. A nice feature of Fedup is diat when you 
use the backspace key instead of deleting a character as normal, the original value is replaced. 
This is good if you make changes and then decide it is a mistake. Simply place die curser over 
tlie last character you changed and hold down the backspace key. All the original characters will 
be replaced. 

The program has menus that allow you to do things like write the record you have 
changed, undo the last edited record, go to a certain record, search for a string, print the current 
record, choose between using all 256 ASCII characters (allowing ALT characters) or just the 
lower 127, and the obvious info, open, and exit. There is also an autosave option diat will save 
each altered record when you move to another. The default will not save the records you 
change unless you tell it to with the write menu selection. 

One of the fun diings you can do witli a binary file editor like Fedup is customize your 
commands. Remember to do this widi copies of your original commands in case you make a 
mistake. I loaded in the NEWCLI command from my C directory. Then I searched for the string 
"New CLI". This is the text that appears in die tide bar of each CLI you open with die NEWCLI 
command. Then I changed the text to "Mike's" and saved die record. You have to be sure to 
only use the same number of characters that are in "New CLI". This is tlie aUoted space in the 
file and you will cause all sorts of problems if you go beyond the original length. Now when I 
use NEWCLI, they have "iMike's" in the tide bar instead of "New CLI". Tlie coordinates for the 
location and size of the new CLI could also be changed using this editor. 

This program is version 2, 1 , binary only, and was written by Martin Lindemann of 
Norway. 



MultiPlot and ThreeDPlot to help make 
2D and 3D plotting easier. Plot calls 
MulitPlot and ThreeDPlot while you are 
working in Plot. AG Baxter wrote this 
interface and Tim Mooney wrote 
MultiPlot and TlireeDPlot. This is 
version 1.2 and includes source to Plot. 
Author: AG Baxter, Tim Mooney 

Sed: Sed (stream editor) is the GNU sed 

program, ported to the Amiga. This 
program will automatically perform 
certain editing operadons on the file you 
pass it or the standard input. You can 
specifj' the editing operations by the 
command line or a script file. Version 
1.02, includes source. Author: Unknown, 
ported to Amiga by Edwin Hoogerbeets 



Fred Fish Disk #232 

Baltylll: This is an Amiga port of the 
arcade game named Click (similar to 
Qix). This version fixes some bugs 
found in Bally II (found on Fred Fish 
Disk *221. See "Expansion Drawer" AC 
V4.8, page 20.) Binary only, shareware. 
Author; Oliver Wagner 

Dbug; This is a debugging package put 
together by Fred Fish. I don't know 
where he gets the time! Best said in his 
own words, Dbug is: Machine- 
independent macro-based C debugging 
package. Provides fimcdon trace, 
selective printing of internal state 
information, and more. This is an 
update to the version released on disk 



102, and now includes a machine 
independent stack use accounting 
mechanism. Includes source. Author: 
Fred Fish; profiling suppoit by Binayak 
Banerjee 

ReSoxjrceDemo: A demo of Resource, 
an interactive disassembler for the 
Amiga. In this version the "save" feature 
has been disabled. This is version 3.06, 
an update to version 0.36 from Fred Fish 
Disk isl92. Binary' only, Audior: Glen 
McDiarmid 

Fred Fish Disk #233 

Brik: This program calculates checksums 
for a file. It will do both text and binary 
CRCs (cyclic redundancy codes). Text 
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mode CRCs calculated by Brik are 
ponable across systems for files that are 
in the usual text format on each system. 
Binary mode CRCs are ponable for files 
tliat are moved from system to system 
without any change. Brik can verify and 
automatically update an embedded 
checksum header witliin the a file. It 
runs under MS-DOS, UNIX system V, 
BSD UNK, VAXA'MS, and AmigaDOS. 
This is version 2.0 and includes source. 
Autlior: Rahul Dhesi 

CacheCard: Another program from the 
labs of Dave Haynie diat only he could 
write. CacheCard is in die words of die 
docs: An accessory to SetCPU for use 
with A2620 cards or 68030 systems. It 
modifies the MMU table set up by 
SetCPU to selectively control cacliing for 
each expansion card. It's also an 
example of how an accessor^' program 
can track down and modify the SetCPU 
MMU table without having to read all 
kinds of iMMU registers and figure it out 
for yourself. Version 1.00, includes 
source. Author: Dave Haynie 

CrcLists: Complete CRC check files for 
Fred Fish Disks 001-231 using the Brik 
program (also on diis disk). These were 
made direcdy from Fred Fish's master 
disks. Fred has switched to Brik, from 
the CRC program used to make the lists 
on disks 133, 146, and 173, because, "It 
has more features and because source is 
available." Autlior: Fred Fish 

Fred Fish Disk #234 

Siebert Mania: This should be called the 

Fridtjof Siebert disk! All of these 
programs where written by Fridtjof. The 
best part about these programs is that 
Fridtjof also includes the source so we 
can have fun and learn too! Thanks a lot 
Fridtjof, keep up the good work! 

KwikBackUp: A nice hard disk backup 
program that writes data track by track 
onto multiple floppy disks. It uses die 
archive bit, saves and restores comments 
and protection flags, and skips over bad 
spots during restore instead of aborting. 
Version 1 .0, includes source in Modula-2. 
Author: Fridtjof Siebert 

MuchMore: Another program that 
displays ASCII text fOes to the screen 
(like more, less etc.). This program 
opens a screen the size of your 
Workbench so it works with both PAL, 



NTSC and overscan. Allows up to 4 
colors, bold, underiined, and italic text. 
Has a nice smooth scroll (forward or 
backward), search, and on-line help. 
Version 1.8, includes source in Modula-2 
and Assembly code. Author: Fridtjof 
Siebert 

NetWork: A neat screen hack. Be patient 
and let it run. Version 1.0, includes 
source in Modula-2. Audior: Fridtjof 
Siebert 

Prlntlt: A program to print IFFs to an 
Epson-compatible, 9-pin printer. Prints in 
several resolutions (60-240 horizontal, 72, 
144, or 216 vertical). You can convert 
color pictures to black and white by 
using several different options. Version 
1.0, includes source in Modula-2. Author: 
Fridtjof Siebert 

WBPic: Replaces Workbench's color 
with a 2 or 4-color IFF picture that is the 
same resolution as your Workbench. Has 
some neat effects, but like Fridtjof says, 
he's not sure of a use for it! Version 1 .0, 
includes source in Modula-2. Autlior: 
Fridtjof Siebert 

XHair: Replaces tlie mouse pointer with 
a crosshair that goes off the top and 
bottom of tlie screen. This is nice for 
lining things up. There are also rwo 
otlier programs that change your pointer 
included. Version 1.0, includes source in 
Modula-2. Author; Fridtjof Siebert 

Fred Fish Disk #235 

CalcKey: A memory-resident calculator 
diat pops up when you hit a hot key 
sequence. It supports decimal, octal, and 
hex which can be handy for converting 
numbers while in anodier program. A 
nice feature is diat it wiU output tlie 
ans^'er into the program you are running 
when done. If you have your word 
processor running and you want to do 
some matli, you pop up the calculator 
and, when your done, it will put the 
answer where you cursor is in the letter 
you're typing! Version 1.0, binary only, 
shareware. Author; Craig Fisher 

Ct: An Amiga program to display images 
from a CT scanner, along with several 
new interesting sample images of scans 
of real people. The display software, 
though it has a primitive user interface, is 
quite powerful, including functions like 
convolutions, averaging, laplacians, 



unsharp masking, edge detection, 
gradients, etc. This is version 2.2, an 
update to die version on disk 137. 
Binary only. Additional image disks 
available from author. Author: Jonadian 
Harman 

MiiTorWars: A new game feaairing 
sound, tide music, and two-player mode. 
You fight your opponent via laser rays, 
but beware of the mirrors reflecting your 
shots. Binary only, Author; Oliver 
Wagner 

Fred Fish Disk #236 

AmigaBench: Optimized Amiga 
assembly versions of the Dhrystone 
benchmark. Includes 68000 and 68020 
versions. Author: Al Aburto 

DiskHandler: A sample implementation 
of a file system that reads and writes 1.2 
format diskettes. Includes source. Author: 
Softv^'are Distillery 

Heart3D: A program to find left ventricle 
oudines in the output of an Imatron CT 
scanner, and display wireframe 
animafions of the beating heart. Includes 
several sample CT scan outputs. Binary 
only. Author: Jonathan Harman 

Ls: Version 3.1 of the popular UNIX style 
directory lister. This is an update to 
version 2.0 from disk 178, and includes 
some bug fLxes, support for multiple 
wildcard pathnames, quicker sorting, a 
best-fit output, new output width and 
height options, and some other new 
features. Includes source. Author: Justin 
V. McCormick. 

Proc: Example program of how to create 

a full-fledged DOS process widiout 
needing to call LoadSeg first. Based on 
an idea presented at B.ADGE. Includes 
source. Author: Leo Schwab 

XprZmodem: An Amiga shared library 
whicli provides ZModem file transfer 
capability to any XPR-compauble 
communications program. Version 1 .0, 
includes source. Audior: Rick Huebne 

•AC* 
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77>e Ones That Got Away. 




by Graham Kinsey 

Welcome! After tlie distress of 
seeing Commodore Magazine fo5d its 
tents, its nice for this column to have a 
home again! For everyone already 
familiar with this column via past 
installments in Commodore Magazine, let 
me say that not much will change due to 
the transfer to Amazing Computing, 
except that I will not be reviewing Fred 
Fish disks here (since they are covered in 
the PD Serendipity column). Instead I 
will be concentrating solely on programs 
obtained off of PeopieLink and local 
BBS's. 

This month's features include Jack 
Radigan's entry into the terminal program 
world, the latest version of ARP, and 
more. For each program, the author will 
be given — when known, and in most 
cases the AmigaZone download fUe 
number will also be listed (this doesn't 
mean that if no file number is given that 
it isn't on PeopieLink at the moment, 
simply that 1 obtained it from somewhere 
else), so those individuals having access 
to PeopieLink and its AmigaZone can 
quickly download the file. 

When a public domain program 
has been classified as shareware, this is 
also mentioned, with the suggested 
amount if given. Due to the large size of 
animations that are coming out for the 
Amiga, I have decided to assume thai the 
normal size of an Amiga animation is 
one megabyte. This means that unless I 
specify otherwise, ALL animations 
reviewed here require one megabyte in 
order to run. For Amiga owners with 
only 512K machines, keep this in mind 
until more memory can be added to your 
Amiga. 



Fishing! 

A Closer Look at PD Software Not Currently in the Fred Fish Collectiotu 



ARP version 1.3 

AKP version 1.3: by Charlie Heath 
(and many others) (AmigaZone files 
16909 and 18142). In addition to being 
updated to provide maximum compati- 
bility with version 1.3 of AmigaDOS, new 
features have been added. By far the 
biggest addition to ARP is the fantastic 
ARPlnstall program. This gadget- laden 
program (written in iVIodula-2) not only 
makes it possible for Workbench-only 
users to install ARP, but makes it VERY 
easy to do, as well as making the process 
almost totally idiot-proof! Since the ARP 
commands are stored internally within 
the ABPInsiail program itself, all a user 
needs to install and use ARP is the 
Arplnstall program. Another new 
program in ARP 1.3 is ASH. It is a shell 
•with all tlie features that tlie Commo- 
dore's Shell supports, plus other features 
like built-in batch commands and 
command substitutions. 

As for the ARP commands them- 
selves, Copy will not abort when a read/ 
write error occurs, it informs the user of 
the event and asks to continue. Copy 
also has a new mode that will not copy a 
file if an identical file exists in the 
destination patli (some control over what 
determines which files are identical is 
given to the user). Assign and Mount can 
now handle multiple assignments/ 
mounts on one line, which speeds up 
startup-sequence execution greatly. The 
type command can now add formfeeds 
to any file that is printed. ARP's version 
of Avail includes an option to flush all 
libraries and other resources from tlie 
system. Now there are several new ARP 
commands, including Move (which 



combines Copy and Delete), Cmp 
(binary' comparison of files). Set (for 
changing environment variables), and 
LoadLib (Loads a specific library). 

Listed in the documentation for 
ARP 1.3 (which was released several 
weeks after the commands) are many 
small incompatibilities between ARl' 1.3 
and AmigaDOS 1.3. While this has 
caused some to badmouth ARP on the 
networks, don't be discouraged from 
using ARP! Most of tliese discTcpancies 
are things average users will never care 
about, and they are no reason for not 
taking advantage of die reduced code 
size and powerful features pro\'ided by 
ARP (Hard drive owners might want to 
keep both the AmigaDOS and ARP 
commands on tlieir hard drive, in 
separate directories, for convenience). 

JRComm 

JRComm: by Jack Radigan (Ami- 
gaZone file 18208; Shareware: S30). Jack 
Radigan, the avithor of tlie famous 
Online/PCPursuit scripts, has entered 
the highly competitive terminal program 
world with his entry, JRComm. JRComm 
could best t>e described as a streamlined 
and efficient terminal program, which 
does not have all the fancy features (and 
colors) that Access! has, but instead it is 
designed for tJiose who have little time 
to waste while online. JRComm has a 
long list of available protocols, including 
the only fuli-featured terminal program 
to include Zmodem internally (since 
many wouldn't consider AZComm to be 
a full-featured program), and the ONLY 
terminal program to support Ymodem-G 
(which is very important for those with 
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MNP-compatible modems). As might be 
expected, JRComm is no slouch when it 
comes to transfer throughput; only 
AZComm gives faster ZModem transfers 
than JRComm. 

However, JRComm is superior to 
AZComm, making it much easier to 
perform batch transfers. Not only does 
JRComm's superb batch file requester 
allow for the selection of any number of 
files (even across devices!), but it also 
lists all files that have been selected, 
JRComm also allows control over which 
files w^ni be uploaded during a Zmodem 
transfer. JRComm can decide whether to 
overwrite (or append) an existing file on 
the receiver's reception directory 
according to file size, date and/or CRC 
value. Some of JRComm's other features 
include complete ANSI color support, as 
well as support for overscan and PAL 
environments. 

JRComm also has a unique phone 
directory supporting parameters for 
phone entries that other terminal 
programs don't. In addition to fields for 
capture buffer and macro file names, 
there are also fields for a cents per 
minute (for online services) and pass- 
word fields. The password field is very 
useful since there is a function in 
JRComm that can send the password out 
the serial port to die awaiting BBS or 
online service. The biggest problem with 
JRComm also relates to it's phone 
directory. It does not support existing 
phone directories store in The Final List 
format. Although Jack Radigan has 
promised to add a conversion program 
to JRComm for TFL-format phone 
directories, he has said diat it will only 
be available for registered users. Other 
than this one problem, JRComm is a very 
good terminal program that is at least in 
the same league with the current king of 
the hill Access!, if not better tlian it. In 
particular those who are using AZComm 
now should take a close look at it, 
especially if transfer throughput isn't the 
only thing you care about. 

As of version .94a of JRComm, Jack 
Radigan has stated that this version 
would be the last freely distributable 
version for quite a while, so be prepared 
to pay the shareware fee if you want to 
see any future versions of JRComm until 
the end of 1989. 

DitherS 

DJtherS: by Eric Quackenbush 
(AmigaZone file s*l6707). A simple 
graphics demo that demonstrates how to 



display over 1000 apparent colors in 
640x400 mode using a combination of 
dithering and palette-changing tech- 
niques, Although source code isn't 
provided, this program is useful in that it 
demonstrates how to display more colors 
dian nomially possible witli tlie Amiga. 
Now that the Amiga has iseen out for 
four years now and programmers are 
now starting to push the limits of the 
machine's hardware capabilities, tricks 
like tills are vital to the improvement of 
graphics-intensive software for the 
Amiga. 

InToucb 

Intouch: by Khaled Mardam-Bey 
(AmigaZone file *l6448). Yet another 
derivative of Communicator vl.34, whose 
main additions include a scroll buffer, 
ANSI and VTIOO support (copied from 
version 2.8 of Wecker's VTIOO program). 
InTouch's other added features include 
variable chat window size (for the split 



In addition to the tiny 
executable size, QMouse 
supports residency, which 
may be enough for some 
people to adopt it. 



screen option) and the ability to clear the 
screen, and a no-frills auto-redial mode. 
Needless to say InTouch is no threat to 
the big boys, yet having another choice 
never hurts. 

Invention 

Invention: by Durwood Trasher 
(AmigaZone file s'l6394). A very simple 
yet amusing animated story created with 
The Director. Invention is all about an 
inventor who's new idea isn't exacdy 
greeted with excitement by the family 
pet! 

Jumble 

Jumble: by M.D. Groshart (Ami- 
gaZone file *l6419). Those who like to 
solve anagram puzzles may like this 
program. It uses brute force to help solve 
puzzles by listing all options, but there is 
one filter option that can help to reduce 
the possibilities. 



Jeopard 

Jeopard: by Robert Caspar (Ami- 
gaZone file ^16625). Jeopard is a very 
good Amiga version of the popular 
board game Risk. Jeopard lets x^'o 10 
eight (Sorrj', no one-player option is 
available) people battle over the familiar 
colored land masses that make up die 
Risk game. All rules are faithfully 
observed, plus there are a few options 
that might not be expected. 

The biggest addition is the AutoRoll 
option tliat allows an attacker to tell the 
computer to roll the dice for bodi sides 
automatically until the attacker's forces 
have dwindled down to a certain number 
(or until the defender is wiped out from 
the territory). There are also a bunch of 
options to alter or set-up the game 
board. Including changing o-wnership of 
a territory, or changing the number of 
armies in a territory. Of course games 
can be saved when you can't devote 
hours at a time to Jeopard. The board is 
rendered in 640 by 400 mode, which 
gives it a clean look. The only problem 
with doing tliat is the program is written 
in compiled AniigaBasic, it takes a few 
minutes to set-up the game on a 68000. 
Despite that, any Risk fan will want to 
get ahold of Jeopard immediately. 

MyMenu 

IVlyMenu: by Darin Johnson 
(AmigaZone file stl6552). Another 
program diat allows for the addition of 
extra menus to the Workbench menus. 
The menu set is stored as a text file in 
the S: direaory. It provides for the 
additon of sub-menus and key board 
shortcuts for each menu option. The pen 
colors can be changed at any time, and 
arguments are supported for CLI-based 
programs. 

PopCLIJV 

PopCLI_I\': by John Toebes 
(AmigaZone file *l6420). Version four of 
the first ever multi-utility utility program, 
PopCLI. Newest added features to 
PopCLI include ARexx support, multiple 
hotkeys (each with different command 
options. PopCLI will also grab several 
pieces of infomiadon from the system 
upon loading, including correct directory, 
stack size, the command line prompt and 
the fail level. 

QView 

QView: by Lyman Epp (AmigaZone 
file •16477; Shareware: $10). From die 
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and a few basic commands to provide a 
decent amount of flexibility in putting 
together a nice slideshow), the source 
code is provided for those who would 
like to see how wipe effects are created. 

IcotiMeister 

IconMeister; by Michael Bodin 
(AmigaZone file *l6646; Shareware: $15). 
Anoilier icon editing program. IconMeis- 
ter uses an interface vaguely similar to 
DeluxePaint (except for the tool bar 
lying on the bottom of the screen), and 
its features include eight color support, 
animated icons, cut and paste and undo 
support. 



circle 163 on Reader Service card. 

author of QMouse comes this text file 

reader. In addition to the tiny executable 
size, QMouse supports residency, which 
may be enough for some people to 
adopt it (after all there still isn't an 
established replacement for Blitz, which 
first appeared over tliree years ago). 
Unfortunately QView has no file re- 
questor nor menu set whatsoever, 
putting QView more on par with the 
likes of More and Less than Blitz. 

Tivr 

TNT: by John Schieb (AmigaZone 
file *16612). Short for Telecom Network 
Timer, this program will keep a log of 
how much time a user spends on a 
telecommunication ser%'ice each month. 
Since TNT does not accept online cliarge 
rates as a parameter it can't be used to 
calculate a bill, simply to calculate how 
many hours were sjsent on the service. 
Since TNT can keep track of time for two 
services at once, it can also keep track of 
how much time is spent on a host 
packet-switching network (i.e. Telenet/ 
PCPursuit) while accessing a service that 
can be accessed from a ho.st network 
(like PeopleLink). 

WipeDemo 

WipeDemo: by Paul Falstad 
(AmigaZone file *16432), A simple 
slideshow program that will display IFF 
pictures using 35 different wipes. 
Although the program has no odier 
major features (except for script support 
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Circle 159 on Reader Service card. 

Radio 

Radio: by L;irr>' Crandall (Ami- 
gaZone file -I613I). An excellent Sculpt 
4D animation of a radiometer (the four- 
paneled solar-energized device that 
"appears" to move for no reason). 
Another example of how tlie price tag on 
Sculpt 4D can be justified. This animation 
will run in only 512K of memory. 

MiddleButton 

MiddleButton: by Micheal Sinz 
(AmigaZone file -16976). This program 
allows for the use of the third button of a 
Boing mouse or other alternative 
"mouses" for tlie Amiga (without having 
to buy X-Windows). MiddleButton will 
make die middle buaon act as an 
extended select in the Workbench 
environment (i.e. no more holding down 
the shift key). 



Checkers 

Checkers: by Ronnie Pemiif 
(AmigaZone file ~l680S). A checkers 
game for the Amiga has finally arrived. 
Tliis program, written in compiled 
AntigaBASIC is a no-frills version, with 
four difficulty levels as its only significant 
feature. Nevertheless, another classic 
board game can now be played on the 
Amiga. 

Next month's reviews will include a 
new animation from Dr. Gandalf, plus 
updates to PcPatch, Showiz and much 
more. I can be reached on the Ami- 
gaZone on PeopleLink (ID: G KINSEV"), 
or on Uie IDCMP BBS (617-769-3172 (3/ 
12/2400 baud, 103 Megabytes online, 
running 24 hours a day), addressed to 
SYSOP). If you have written a public 
domain/shareware/freely distributable 
program, or have obtained one that you 
think is worth mentioning to all Amiga 
owners, then plea.se attempt to contact 
me via the above contacts, or tlirough 
Amazing Computing. See you next 
month. 

To signup to PeopleLink and their 
/VmigaZone, call tliem at: l-SOO-524-0100 
(voice) 1-800-826-8S55 (via modem) For 
information on obtaining some the 
programs that aren't listed as being on 
PeojileLink (or for those who don't ha\-e 
a modem), please write (and/or send S2 
for an Amiga PD catalog disk) to: 
SM\UG 1015 So. QuincyAve. =112 
Quinc)', iVL-^ 02169 

•AC* 
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It's the year 2000. Your city 
currently has several problems which 
include — but are not limited to — a rising 
crime rate, heavy pollution, an inade- 
quate mass transit system and nuclear 
power plants that are much too close to 
major residential areas. The citizens are 
demanding a new seapon, as well as a 
new football stadium. To make matters 
worse, the administration is facing a 
budget deficit, and the mayor's popular- 
ity is dropping at the polls. Of course, 
there is one other minor complication. 
You just happen to be mayor. 

SimCity is a fun and interesting city 
simulation program that puts you in 
charge of planning and managing a city. 
You can either start from scratch, or take 
over ready-made simulations which, for 
instance, put you in charge of Boston, 
Massachusetts right before a major 
nuclear meltdown. Otlier scenarios 
include managing Rio de Janeiro during 
a major flood or Hamburg prior to an 
Allied bombing run. 

After booting your computer with 
Kickstart, insert the SimCity Disk. If you 
are using a printer driver other tlian the 
Epson driver provided with SimCity, you 
must also insert your Workbench disk. 
Double clicking on the SimCity icon 
reveals three icons: the SimCity icon. Last 
Minute Notes, and a Zone Evolution icon 
which provides a guide to the value of 
properties as they grow. To start the 
game, double click on the SimCity icon. 
From the startup screen you can load a 
previously saved scenario, a preset 
scenario, or a new game. 

A new game starts after the 
computer has "terraformed" a large 
parcel of land. You have the choice of 
accepting the terrain, or having the 
computer tenaform another parcel of 
land. Once you are happy with the land, 
name your city and choose one of three 
difficulty levels; Easy, Medium, or Hard. 
The Easy level gives you S20,000 to 
develop the land, the medium level starts 
you with $10,000, and the hard level 
grants $5,000. 

On the left side of the screen you 
will see a small portion of the total land 
available (in the edit window), while on 
the right you will End a series of l6 
icons from which to choose your actions. 
Move around the available land by 
moving the mouse to the far right, far 
left, top, or bottom. These movements 
cause the land to scroll in the same 



direction as the mouse. At the top of the 
screen is the city's name, the dace (which 
always starts in January of the year 
1900), and the amount of money you 
have to spend. Below the title bar is a 
message bar through which tlie Sims (tlie 
SIMulated citizens of your town) make 
known to you their requests. 

Using tlae icons on the right, you 
can select from a number of possible 
actions — for a price. Bulldozing allows 
you to rezone, but it will cost $1. Tire 
road icon lets you build a small section 
of road for $10. As you go down the list, 
the prices increase. You can build parks; 
zone commercial, industrial, or residen- 
tial areas; build fire and police stations; 



achieve this end, you must provide jobs 
(through industry), homes (by zoning 
residential areas), and places to conduct 
business (in commercial zones). The 
Sims take care of building churches, 
hospitals, office buildings, and factories, 
but you must provide tliem with roads 
and mass transit. Property values 
increase and decrease depending on 
variables like access, pollution, and 
crime rate. As the population increases, 
you will also need to zone land for 
poHce and fire stations, airports, seaports, 
and stadiums. 

Easy, you say. Well, what makes 
life difficult is that roads, fire stations, 
and police stations cost money to 




or create stadiums, seaports, or airports. 
Once an icon is selected, a small empty 
box appears at the end of your cursor, 
representing the area affeaed by the 
command. 

To zone a piece of land as 
residential, hit the residential icon, move 
the cursor to the area you want zoned 
residential, and press the left mouse 
button. The other icons work the same 
way. If you make a mistake, you can 
undo your last action by selecting UNDO 
from the edit menu at the top of the 
screen. (You access the menus by 
pressing the right mouse burton.) 

The goal of die game is to create a 
living, thriving community of Sims. To 



review by Miguel Mulet 



maintain, Of course, this money comes 
out of your budget. You can raise fijnds 
by levying taxes between and 20%. 
Then, on at least a yearly basis, you 
decide how much money you would like 
to appropriate for your transit, fire, and 
police departments. Full coverage for 
each fire and police department costs 
$100 per year. The transit department 
requests funds in direct proportion to the 
amount of roads, power lines, and transit 
tracks you have built. If you provide Coo 
litde money to the transit department, 
your transit system deteriorates and 
traffic problems ensue. 

To add to your woes, the Sims 
themselves often voice complaints. 
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Through the message bar, diey commu- 
nicate to you their desire for stadiums, 
more police or fire protection, etc. TTiey 
also evaluate your performance as mayor 
to let you know what they think of your 
policies. 

There is one other screen available 
to aid you on the job, and that is the 
maps/graphs window. You can access 
this screen by selecting either the map or 
graph icon on the right side of the editor 
screen. The map seaion of this screen is 
on the left, and the graph section on the 
right. The icons on the map section let 
you see the shape of your city, property 



values, zoning, population density, high 
crime areas, high pollution areas, growth 
areas, as well as police and fire protec- 
tion. The graph area allows you to see 
general trends for your city, plotted for 
the short term (the last 10 year.s), or the 
long term (the last 120 years). You can 
plot the residential, commercial and 
industrial growth rates, as well as the 
crime, pollution, and population rates. 
Using these tools, you can see where 
your city is heading, and what actions 
you can take to help ensure its survival. 
There are five menus that appear 
when you press the right mouse button. 





Top: The Bulldozing icon 
prepares land for new 
development. 



Bottom: Maps and graphs make keeping 
track of property values, zoning areas, 
population density, high crime areas, 
high pollution areas and growth areas 
simple and fun. 



Using the FILE menu, you can start a 
new C!t>', load, print or save a city, pick a 
preconfigured scenario, or quit. The 
EDIT menu allows you to UNDO your 
last command. The OPTIONS menu lets 
you set several variables. You can turn 
on the Auto Budget, which instaicts the 
computer to use the same values for tax 
rate and expenditures every year. The 
Auto Bulldozer allows you to place 
zones on trees witliout bulldozing first. 
The Auto GOTO Event automatically 
takes you to the scene of major events. 
The SOUNDS command lets you turn the 
sound on and off, while the GAME 
SPEED allows you to pause tlie game, or 
set its sf>eed to slow, medium, or fast. 
The POWER BOLTS command lets you 
turn off the flashing elecaic bolts which 
appear when a zone loses power. 

If you get bored, look at tlie 
DISASTER menu. Using this menu, you 
can wreak havoc on your community by 
starting fires, floods, tornadoes, earth- 
quakes, or air disasters. You can even 
precipitate a visit from Godzilla! The final 
menu is the NXINDOWS menu, which 
allows you to change the Budget, seek 
an evaluation of your job performance 
and city statistics, or switch to the maps/ 
graphs window. 

The program has several hardware 
requirements. Your system must have at 
least 1 meg of RAM, Workbench 1.3 (if 
you want to use the print funaions of 
the program), 1 disk drive, and a color 
monitor. The halfbrite chip is recom- 
mended, but not required (since my 
system has tlie halfbrite chip, I was 
unable to judge how the game would 
appear without it). Also helpful is a 
printer, so you can produce eitlier a 
poster of your entire cit)' (6 pages large), 
or a "snapshot" of a panicular area. The 
program supports multitasking, memory 
permitting. Lastly, the game can be 
stored on a hard disk, although you will 
need to keep the original disk handy as 
the program uses a "KEY DISK" form of 
copyprotection. 

SimCity makes fairly good use of 
the Amiga's graphic and sound capabili- 
ties. Once you have zoned land, the Sims 
move in almost immediately and 
construct homes, schools, and otlier 
structures right before your eyes. As your 
city grows, more cars appear on the 
streets. Once things really get hopping, a 
railcar begins traveling along tlie rail 
lines. Should you forget to check what 
the latest crime statistics are, the digitized 
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sounds of police sirens will alert you to 
any problems. Once you have built an 
airport, there is even a traffic helicopter 
to alert you of congested road areas. 
Also, once you have built a seaport, 
don't forget to look for ships along the 
waterways, 

Alas, no program is perfect, and 
there are a few things in SimCity which 
could be improved. After playing the 
game for a while, I felt that even tlie 
"Fast" speed was too slow. I found 
myself spending a lot of time just sitting 
around waiting for time to pass. 

Another problem is that, although 
the user manual says SimCity was 
written for the Amiga, the diagrams in 
the manual are screen shots from the 
Macintosh version of the game. For 
instance, the GOTO button is shoivm in 
the manual as an eye, although it 
appears on tlie Amiga screen as an 
arrow in the upper right comer. Several 
other diagrams in the manual do not 
correspond with objects on the Amiga 
screen, but these discrepancies do not 
significantly affect play. 

Also, if you have the Auto GOTO 
Event turned on, be careful. You could 
be bulldozing one area and suddenly 
find yourself being automatically 
transported to the area of an event, 
where you may inadvertently continue 
to bulldoze. Even though you can fall 
back on the UNDO command, it will 
not always undo all the damage. 

Overall, SimCity is an excellent 
game and city simulator. The designers 
have managed to keep tilings relatively 
simple and do not bog you down with 
a lot of unnecessary details. The game 
is entertaining, and if you get bored 
with your city, you can always build 
another one. As a simulator, SimCity 
shows you just how hard it is to plan 
and run a city. Well, duty calls. The 
demands of the citizens must be met! 

•AC* 
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SimCify Creators Talk Railways, 
Zone Evolution, and Version J. 1 
On CompuServe 



On July 19th, 1989, CompuServe's 
AmigaForums hosted a formal confer- 
ence on SimCity. The featured guests 
were Will Wright (WW), the city simula- 
tion's original designer, and Brian 
Conrad (BC) who, along with Brian 
Witt, developed the Amiga version. The 
following is a edited transcript of that 
conference. Names in parentheses 
represent conference participants. 

AC: Welcome all to a special conference 
with Will Wright and Brian Conrad of 
SimCity fame. If you've been reading the 
forum's message base over the last 
month or so, you know that SimCity is 
the current "hot topic", being a "city 
simulator" which is a very addictive 
game. ..and then some. The floor is open 
for questions, so let's dive right in. 

(Tim) Was SimCity originally coded in 
Assembler or C or something else, and 
what problems did you incur in coding 
it' And are there any great hints you 
could give us? 

WW: SimCity was originally coded in 
6502 machine language for the C64. 

BC: On the Amiga, it is mostly in C 
except for the screen stuff and the blitter 
stuff. There were some problems 
debugging it because of the multiple 
processes. 

(Tim) Any hints? 

WW: Don't cheat too much with 1.1. 

BC: I have been trying to do BIG cities, 
and notice that you have to build slowly 
and wisely in order to have the density- 
work. One tip is to build two zones 
adjacent with a rail or road on each side. 
That way there is always transportation 
to and from each zone. 

CTHoI) Will, why don't Sims take trains 
uiiless compelled? 
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WW: The rail system is treated the same 
as the road system, except for traffic 
generation, pollution, and capacity. You 
will frequendy get messages like "Sims 
want more roads", but you can ignore 
these if the system is all rails. It just 
means the Sims want these tilings, not 
[that they] need them. 

CJim W) Can I get a non-protected 
version of SimCit>'? 

WW: Right now we have no [such] plans 
for the Amiga version. We are trying the 
Mac II version unprotected to see how it 
goes with sales; if it looks OK we might 
eventually start to unprotect all our stuff, 
but I can't guarantee amthing. 

0lm W) Mine developed a read/write 
error, and I haven't had time to send in 
my registration (still here on my desk, 
even). Should I send in my disk with my 
registration card to get a replacement' 

WW: Yes, if your disk has gone bad 

we'll replace it. 

BC; Don't forget you can back your disk 
up and use the original as a key disk. 

(Andy Hatchell) I loved your newslet- 
ter! In it, you mention that you will be 
uploading some City Data Files to 
bulletin boards. Does that include CIS, 
and, if so, where on CIS? 

BC: Actually we encourage anyone to 
upload their City files. 

WW: I think v,'e will start putting some 
up on CIS. 

BC; The Amiga version also will read 
Mac files. And vice-versa. 

WW: I^ght, there are already several in 
the MACFUN SIG library. 

(Steven Wartofsky) Will and Brian, a 
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double roads/rails question: 1) Why, 
when we completely rail in a part of the 
city, does it start to decline, and 2) Does 
building roads under rails provide any 
solution to transport problems? 

BO Take it, Will! 

WW: I'm not sure why railing in a part of 
your city would cause it to decline unless 
it is not connected to the zones. And I 
don't think roads under rails would help 
anydiing, but it would take me a while to 
think that dirough. Odd. 

(Tim) Was SimCity designed after any 
particular place? Your hometown maybe 
(originally I mean..)? 

WW: Do you mean the concept' Or a 
[particular] city file? 

(Tim) The concept. 

WW: It was more designed around a 
Stanisiaw Lera story. 

(Tim) What story was that? 

WW: I believe it was called "The Seventh 
Sally". 



(Tim) Ah... just curious. Strange concept. 

(Michael Sherrard) What enhance- 
ments are in the 1.1 version, and how 
much is the upgrade? 

WW: Brian? 

BC: Basically 1.1 takes care of a lot of 
bugs, mainly so tiiat you "power users" 
can multitask and have cities going. We 
had a lot of memory' eaten up by Chip 
RAM and ha\'e reduced that somewhat. 
For single-drive users, the file requester 
works property. There is corner scrolling 
instead of jerky comer scrolling. When 
you save your City you can rename it at 
that point. The update is free if you send 
in your disk, SIO o±erwise. Right Will? 

WW: Right. 

CJohn/TCR) Hi Will, Brian— Thanks for 
a great game! Hope Broderbund well 
appreciates your efforts! It's been a great 
seller for us here in Denver (35 copies 
sold and we're sold out again). I'm 
wondering what might be next on the list 
for Maxis/Broderbund. It wouldn't be a 



M.U.LE. game, would it? (Wild stab!) 

BC: No a H.O.R.S.E game. <Grin> 

WW: I think our next releases will be 
SimCity PC and RoboSport Mac; as for 
our next Amiga game, that depends on 
what Brian wants to do. 

AC: And what does Brian want to do? 

BC: Hmmm. Let's spin the dice here and 
see what it will be. <Griii> .Ajiything that 
pays. I'm not too particular. 

(THoI) Is tliere a strong likelihood of a 
Version 2 or SimCit}' Professional, or 
don't games work the same as paint 
programs? 

WW: We have had so many inquiries 
from universities and planning depart- 
ments tliat it looks like we will be doing 
a more serious version, but we're not 
sure of die timetable. Brian had men- 
tioned doing a 51 2K version, but diat's 
not decided yet. Brian? 

BC: We need a 512K version for Europe, 
.^nd I tliink one available for the States 
would be good too. Even though diere 
are as many as 80% of the .\miga users 
with 1 meg, you can multitask better 
with a smaller game if you don't have 
the fat lady [the new 1 MEG Agnus] yet. 

(THoI) I'd really like ethnicity and faith 
so I can simulate Beirut. Priced at 
SI 59. 9 5. What limits complexiry? 

BC: Errr, that's a better question for Will. 

WW: I would say it's mostly processor 
speed; the memory is not so much of a 
problem. We're working on the next 
system simulation right now (don't ask 
me about it yet), and I am hitting a wall 
widi the complexity issue running on a 
68020. It will be refined to be faster, 
though. 

BC: Time to drag out the '030 and tlie ol' 
Assembler, Will. 

(Lee J) When combining road and rail 
systems, is it necessary to ovedap road 
and rail squares to establish connectivity, 
or is it sufficient tliat the squares only be 
adjacent' 

BC: My favorite pan of the code (which I 
didn't write). <Grin> There are a few 
problems I'm aware of with connectivity 
which I hope to address in a future 
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version to make things connect up a little 
more logically. For now, just avoid the 
quirks. I would like to let users buiid 
freeways with roads parallel, for instance, 
instead of getting what you're getting 
now. Anyway, to answer your question, 
adjacent is good enough. 

(Jim W) Brian, you mentioned the 
scrolling and the fatter Agnus earlier; 
how do you do the scroll? ScrollRasterO? 
ScrollVPortO? And will the fatter Agnus 
be implemented in future versions? 

BC: The scrolls are accomplished by 
drawing all the tiles to the screen. The 
system scroll routines caused beam 
collision, and thus flashing, so we just 
redraw all the tiles in assembler widiout 
using the blitter (which is usually slower 
when doing 8x8). Fatter Agnus for now 
just lets you multitask more easily. 

(Andy Hatchell) To cancel tlie scenario 
on a scenario city, you are supposed to 
save die city, then load it back. But what 
if you want to save a scenario and re- 
load it witl^out cancelling die scenario? 

BC: Scenarios are hard-coded; they can 
only be selected from the menu or 
startup at the beginning. They can also 
just be loaded in as a city. There is no 
need to save them back out as a city to 
just run them as a cit^'. 

(Andy Hatchell) Oh well. Getting 
through all 30 years of Dullsville in one 
sitting is tough! 

BC: I see, Andy. Try it widi a 68030. 
<Grin> 

WW: Good point, Andy. 

(Steven Wartofsky) Why, oh why, do 
planes crash even when one sets up the 
airports for 'em to crash over water, and 
why do they crash so frequendy? 

BC: Will, take it! 

WW: We get this question a lot, which 
means it's my fault for allowing it to 
happen. The planes will randomly crash 
a certain amount, depending on the 
difficulty setting. But also if a plane or 
copter has a collision with something 
(other aircraft, tornado, Godzilla), tlien 
they will crash regardless of the diffi- 
culty. I think I should put in a collision 
avoidance routine to prevent this. 

(Dayid A.) It's possible for airports (and 
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thus planes & helicopters) to be defined 
in 1900. Has this been changed in 1.1, or 
is it just part of the what-if capabilities of 
the simulation? 

AC: (The same applies for nuclear power 
plants!) 

WW: David, we had historical accuracy 
in one of the early Mac versions, but 
decided to take it out because it was 
rather conftising to people. ("I have 
enough money, why can't I build an 
airport NOW?")- 

Qohn/TCR) Can you release any sales 
figures (quantity) on the Amiga version 
of SimCit>', and can you relate diem to 
your sales of SimCiCy on other platforms? 

WW: Yes, I feel it's OK to talk about it. 
As of yesterday we've shipped out about 
8000 copies of Amiga SimCicy to our 
distributor (Broderbund), which surprises 
me quite a bit. It's almost running neck 
and neck with our Mac sales (about 
11,000). 

(Frank Lazar) Have you considered 
SimCity 2100, Crisis at L-5? 



WW: What I'm working on now has 
some similarities to that. 

BC: Alia, a space station simulation! 
Sound like a good idea. 

(Frank Lazar) No, it's an O'Neil Space 
city ■w'hich gets minerals from die moon, 
energy from die sun, volatiles and 
supplies from Earth. 

WW: Want a job as a designer? 

(Frank Lazar) I only program in BASIC 
but want to learn. I like toying with 
concepts, though. 

BC: You don't have to program to be a 
designer! 

0ini W) (Me, I'd like to see a BioSphere 
simulator). What about a multiplayer 
mode? Is tliat in the future, 1 hope? 

'WW: I think we are going to be pursuing 
scuff very much along those lines. There 
seems to be a void in the marketplace 
for interesting social/biological simula- 
tions such as SiniCity, and we'd like to 
be the ones bringing this stuff to reality. 
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CTHol) Is it a game, or a simulation? Is it 
(to you) just a bunch of simultaneous 
equations, or a statement about pro-car 
anti-rail? In brief, I'd like to hear what 
you think about the issues of making a 
more exact but less playable simulation 
or a simplified (maybe simplistic) but 
"fun" Lionel model train set. 

BC: Will? 

WW: I think the primary goal of this is to 
show people how intertwined such 
things can get. I'm not so concerned with 
predicting the future accurately as I am 
with showing which things have 
influence over which other things, sort of 
a chaos introduction, where the system is 
so complex that it can get very hard to 
predict the future ramifications of a 
decision or policy. Brian, anything to 
add? 

BC: I think the more exact simulation 
would be a professional product as we 
discussed earlier. Something that would 
need to run on a more powerful system, 
though that could be an Amiga 3000. 



<Grin> It should include waste disposal 
problems, educational zoning, etc., 
among the more detailed situations. 

(THoI) Witli respect to chaotic behavior, 
have you ever seen any "oscillating" 
cities which boom and bust over and 
over? Mine are monotonic. 

WW: You will notice some periodicity' in 
the employment cycle, but there are also 
many factors which will dampen the 
oscillations. 

(Steven Wartofsky) Does city growth 
and/or decline become dependent at all 
upon an in\dsible external economy 
going through cycles (external market), 
or is it entirely the product of careful 
internal planning? 

WW: The External Market was at first just 
a linear ramping function, but I didn't 
like the fact that it was out of the user's 
sphere of influence. So I attached it to 
tlie city score so a city wid: a high score 
will experience a faster growing external 
market tlian a cit\' with a low score. 

Oim W) Connection to THol's question 
about games versus simulation: How 
would you compare SimCity to Popu- 
lous, in temis of content and intent? 

■WW: I like Populous. I played for several 
hours last week. I sort of wish they went 
for a slighdy more educational slant, but 
I like the idea of playing God and having 
a population to follow you. 

BC: I haven't played Populous enough to 
get into the game. Just kinda toured 
around the edges. Xeat game though. 

(AndyHatchell) Why does the Zone 
Evolution Chart differ so much from 
what one sees in the actual game? And 
why can't I view the ZEC from within the 
game (despite what the manual says)? 

WW: Brian? 

BC: I wish we'd had time to move those 
over to a chart that could have been 
included in the package like the Mac 
zone chart. People have mentioned the 
inconsistency and I really haven't had a 
lot of time to look into it, but Will did 
the Zone chart screen (passing the buck). 

(Steven Wartofsky) Correa me if I'm 
wrong, but I believe that in the Aniiga 
version if you load the ZEC chart first, 



then use the L-Amiga M/N keys to switch 
foreground and background keys, you 
can have the ZEC available? 

BC: Only if you have fat Agnus. 

(Steven Wartofsky) Brian, is that fat or 
fatter? 

BC: Fatter, as CBM calls it. 

AC: Actually, it will worK with the 
original Agnus on a single drive system, 
or if you unplug your external drive 
before booting die disk. 

(MikeM) Can SimCit\' be installed on a 
hard drive, and if so what type of copy 
protection is used? Key disk or a manual 
lookup tliingie? 

WW: Brian? 

BC: Yes, it can be installed on a HD. I 
don't knovir why so man\' people had 
problems witli HD installation on 1.0. It 
is key disk, so it will ask for your SimCiiy 
1.0 or 1.1 disk (depending on what 
you've got). 

AC: Okay, time to wind this one down; 
Will and Brian have done more than 
tlieir duty tonight. Thanks again Will, 
Brian, and Maxis!! 

BO Rick, you're quite welcome! We 

enjoyed it! 

WW: I just wanted to say that we're still 
a rather small software company right 
now, and we make a lot of silly mistakes 
from time to time. I just want to thank 
our customers for supporting us so that 
we can stay in business and attempt to 
raise the quality of entertainment 
software a bit. 

(Steven Wartofsky) Will, there are 
much bigger companies that have been a 
lot less conscientious than you folks! 
Congratulations on doing such a good 
job. 

WW: Bye all, and thanks for a great CO! 

•AC- 
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Gregory Tibbs' 



AlOOO Rejuvenator 

tr edited by Richard Rae 



On August 9th, 1989, CompuServe's 
AmigaForums hosted a formal conference 
with Gregory Tibbs, an electrical engineer 
at Wright-Patterson Air Force Base and 
president of Amiga-Dayton, an Ohio Amiga 
users group. 

Shortly after receiving a 1 meg Agnus chip 

for his A2000, Greg began investigating the 

possibilities of installing it in an Amiga 

1000. The concept grew in features and 

capabilities until it became the "AlOOO 

Rejuvenator", a WCS daughterboard 

replacement which brings many 

of the features of the A500 

and A2000 to the 

original Amiga model. 

The following is a 

heavily edited transcript 

of that conference. Names in 

parentheses represent coirference 

participants. 

AC: Greg, I don't think I even have 
to introduce you or your new toy, 
so 1 will just start tilings off by 
asking you if you REALLY did tliis 
just because you were told you couldn't! 

GT: I am a person motivated by challenges . 
When things get old hat, I get bored. So I 
really DID do the Rejuvenator because it 
was said that it couldn't be easily done! It 
took tons of work; I started in mid-May with 
the design concept, and I now have three 
working prototypes and am working 
toward getting the design mass produced. 

0im'W.) Greg, to crush the rumors, just 
exacdy what do we get for our (how 
much?) money? 

GT: The Rejuvenator acts, in its minimal 
configuration, as a 1 megabyte RAM 
upgrade; this RAM is your new Chip 
RAM. Your [existing] motherboard RAM, 



through clever design, becomes Fast 
RAM if you use the Kickstart ROM, or 
256K of Fast RAM and 256K fof] WCS. In 
any case, a 512K Amiga winds up with 
1.5 meg (with ROM) or 1.25 meg (with 
Kickstart WCS). For good measure, you 
also get an A2000 compatible real time 
clock and an A2000-style video slot 
subset. 




r^W- 




AC: Greg, any cost estimate at this point? 

GT: It's really too early to tell. A lot 
depends on negotiations with CBM to get 
tlie 1 meg Agnus and ROM at less than 
dealer repair Ust price. I am shooting for 
$500, but I am not guaranteeing that I 
will make it. 

(Jim W.) Will you still be able to get the 
512K Fast RAM if you use a MultiStart 
like the one from Micliigan Software? 

GT: The Rejuvenator acts just like the 

ROM-based add-ons. If there is no 
physical incompatibiliry then I guess you 
could keep it, but you are going to have 
[an empty] ROM socket on the 
Rejuvenator. 



One note. [The Rejuvenator] replaces the 
Kickstart daughterboard. CBM currendy 
does not sell the WCS as a single repair 
parts item. You should be able to sell it 
to your dealer — assuming it is in 

good condition — or you could tr^' to 
sell it to someone in a local user group. I 
feel it will be wordi S50 to S60, as a 
good WCS is hard to get 
'"V,* nowadays. 

A, 

vi^ AC: Greg, you said "but 

you'd have a ROM 

socket...". Will the Rejuvenator 

let one buy a KS ROM, plug it 

into the new daughterboard, 

and get the basic functionality 

of, say, a KwikStart board 

(plus tlie additional RAM)? 

GT: Yes. Since the WCS goes 
aw^ay, you do not recover that 
memory as it is no longer in 
the computer. You wUl have 
the KS ROM plus 1.5 

megabytes of RAM (on a 

5 12K machine). 

0on Scarpelli) How will this affect 
those of us with Insiders or Spirit boards? 
Any incompatibilities? And what did you 
mean by video slot SUBset? 

GT: I know that the Spirit board will 
physically fit. Other people who have 
seen the Insider say tliat it occupies less 
space tlian the Spirit board; if that is true, 
then it too should fit. 

I refer to the AlOOO Rejuvenator's video 
slot being a subset because there are 
some lines [missing which] have little to 
do with video; if I provided a method of 
obtaining them from the motherboard, [it 
would turn] the design [into] a kludge. 
[The] beauty is that [the current design] 
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requires no jumpers or trace cuts on the 
motherboard, and only three 'clip lead' 
junipers from the Rejuvenator to the 
motherboard 

In particular, the A2000 video slot has 
complete access eo the parallel port. It 
also has provisions for dual audio in/out. 
I decided to not run these wires, as I felt 
that most AlOOO owners would use it for 
the flickerFixer (which has been tested) 
and the A2300 genlock (which hasn't). It 
was an engineering trade-off 

AO I think my system may be typical of 
many; I have two devices on the 
expansion bus. What with all the 
problems we've heard related to loading, 
how would the Rejuvenator fit into such 
a system? Since it replaces the 
daughterboard, is it safe to say "if it 
works now, it will work with the 
Rejuvenator", or noL' 

GT: I have three points to make on tliis 
subject: 

1) I could have used a Gary chip and 
turned the AlCKK) into a real A500. 1 
didn't because I wanted to use PALs to 
emulate the AlOOO timings as closely as 
possible. Pals also meant one less chip to 
negotiate for. 

2) Because the timings are as close as I 
can make them, most expansion devices 
should ^(vork. I am using better (i.e. faster 
15 nsec) PALs and have more than 
enough copper on the power busses to 
ensure that there wUl be no noise 
problem. On my prototypes I see little 
noise over what is on the motherboard's 
power bus. 

3) The one problem that could occur is 
bus loading of tlie 68000. There is 
somewhat more capacitance on Lhe 
address and data bus, and a couple more 
tri-state devices to leak and load the bus. 
This might make a marginal situation 
terrible, but I usually recommend going 
to the 68010 CPU, as it has CMOS drivers 
that are more noise immune. 

AO What WON'T run with your video 
slot subset' Also, knowing how tight the 
1000 is for space (especially with an 
Insider or Spirit installed), I have to ask: 
where does the video board GO??? 



GT: As I stated before, anything that uses 
the video slot's parallel pon or audio 
mixing capability will not work. I haven't 
a list of what is available for the A2000 
video slot, so I can't say what won't 
work. 

The space situation is indeed tight. I 
intend to sell a new Rf shield with the 
Rejuvenator that wUl add about .4" of 
clearance. You can also (optionally - you 
do not have to do this) trim the gold 
poses that the WCS mounts on by about 
.3". The only limit on how low you can 
go is a large electrolytic capacitor on the 
motherboard. The video card mounts 
horizontally, parallel to the Rejuvenator, 
between the power supply and the 
center case support. 

AC: So, for example, a flickerFixer and 
an Insider could coexist' 



The Rejuvenator turns 
your AlOOO into a 1.5 
megabyte machine 
that uses the 1 meg 
Agnus. You will have 
the option to add the 
new ECS Denise when 
it is available in the 
future. — GT 



GT: Sure. The only thing I know for sure 
that conflicts is LUCAS' Frances RAM 
board. It will fit, with some height 
adjustment in LUCAS/Frances, but 
Frances will occupy the same space as 
the video slot card. 

(Jon Scarpelli) Do you get the sense 

tliat CBM is reluctant because of 
prolonging what they may view as an 
inevitable conversion to the A2xO0, or do 
they seem willing to listen/assist' 

GT: I knew some form of this question 
was going to be asked. I don't think 
CBM knows WHAT to think about it. 
Anything more I can't say, as I don't 
want to jeopardize future negotiations 
with them. 



CWillle Schreurs) Will there be support 
for the full ECS (Expanded (Enhanced?) 
Chip Set)? In other words, will Obese 
Agnus be joined by its similarly fattened 
brother and sister? Also, you earlier 
mentioned that the WCS goes. Does this 
mean no more abUiry to swap between 
Kickstarts on disk? <sob> 
GT: If you have an ECS Denise beta you 
want to send me, I'll guarantee 
compatibility! 

CWillie Schreurs) <Empty hands> 

GT: Seriously, I will try to support the 
ECS Denise. It is supposed to be pin-for- 
pin compatible with the existing Denise. 
If so, then it should work. 

As far as the Kickstart disk, ha^-e faith! I 
mentioned that one of the jumper 
options is to mrn 256K of you 
motherboard RAM into a new Kickstart 
RAM. My next PCS artwork will 
incorporate the ability to switch back and 
forth via a mechanical switch between 
Kickstart RAM and ROM. Tlie change will 
take place after the next keyboard reset 
of the Amiga. 

(Pat Fallon) Glad to hear of a product 
with video option for the 1000! Can you 
hazard a guess when it might be 
available? 

GT: I certainly want to hit the Christmas 
market. I am aiming for mid-November. 

(Dean) How is the board installed? Are 
tliere connectors like on the WCS board 
or is it a slip over the posts and (maybe) 
solder? 

GT: The board is larger than the original 
WCS. It extends over the three custom 
chip sockets, and the board has 
machined-pin adapters that fit in these 
'sockets. The Paula and Denise chips 
plug into the Rejuvenator, along with the 
1 meg Agnus. I had to have access to the 
entire data and address bus, so I needed 
all of the pins that were used by the 
WCS. I originally thought to solder those 
as I was concerned about noise. 
However, for this to be a commercial 
product, I can't have Joe Average 
Solderer mangling his AlOOO beyond 
repair, so I use the same red slip)-fit 
connectors as on the original WCS. 
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(Dean) Ok, so its just plug and go! 

GT: Yes, along with the three dip leads 
to the motherboard. 

(Daniel Habecker) My question has 
been half answered already. Wliat about 
electrical compatibility with LUCAS/ 
Frances? 

GTi ! have a LUCAS board, but haven't 
tried it. Brad Fowles sent me a Frances 
board to check on the physical 
compatibility. Lucas is a litde 
temfseramental. It should work, but you 
might have to go through the problem of 
changing oscillators and/or 7474s again 
until you get it to work. The fact that I 
am using 15 nsec PALs will just about 
assure that you will have to 'recalibrate' 
it 

(Daniel Habecker) Thanks, I hope I can 
get it to work. It will give the 2500 a run 
for the money. 

(Khalid) Going back to the video slot. Is 
it possible to have more than one video 
slot on your product (or for that matter 
the 2000)? Why/why not' 

GT: I am looking at changing how the 
right angle connection is made. I may go 
to a header block pin/socket 
arrangement to a 2nd PCB to obtain the 
right angle. If I do that, aside from 
vertical space considerations inside the 
AlOOO, it could be possible. However, it 
depends on what video cards you wish 
to connect. Some of the signals are 
meant to go from the video card to tlie 
A1000/A2000 if you are using a genlock. 
This would lead to a contention problem 
that could damage die video cards. If the 
purpose was a genlock and a 
flickerFixer, then okay, they might 
coexist. 1 buffer the digital RGB signals, 
so loading them will not be a problem. 

(J. Mikell) Greg, three quick questions: 
1) Availability of unpopulated boards? 2) 
Cost thereof? 3) Speculations on Toaster 
compatibility? 

GT: To work with the Toaster?!! Sure! Just 
ask for the $1500 A2000 add-on option! 
The Toaster is supposed to occupy 
several slots of the A2000 as well as the 
video slot. There will be no way of 
making it work. 



Bare PCBs will not be available for 
several reasons that I am not allowed to 
talk about here. 

AC: Who will be handling production 
and distribution? 

GT: I am not affiliated with any 
company. I have a friend who is an 
Amiga dealer and has lots of money, and 
we are nearing an agreement. Don't 
worry. You'll find us. 

AC: So you're not going through a 
distributor, you're doing it yourselves? 

GT: It depends on the final production 
cost, which is now being estimated by an 
outside firm. I'm sure that it will be direct 
sales at first because we probably will be 
conservative on production quantities. 
Wlien we get more confident and build 
diousands at a time, we will be able to 
lower the overall cost to afford a 
distribution layer. 

(Charlie) I came in late, so I'm not sure 
I have a clear grasp of the thing itself; so 
could you briefly run down the major 
features/advantages? And mostly, has any 
provision been made for processor/co- 
processor options? 

GT: [The Rejuvenator] turns your AlOOO 
into a 1.5 megabyte machine that uses 
the 1 meg Agnus. You wil! have the 
option to add the new ECS Denise when 
it is available in the future. So, as long as 
CBM supports the A500 & A2000, this 
board which replaces your Kickstart RAM 
board will keep your AlOOO current. It 
has an A2000-style video slot and a 
battery-backed real time clock. You can 
use the CBM KS ROM or, via a jumper, 
turn 512K of RAM into a new WCS (KS 
RAM). It will coexist with most major 
internal RAM expansions. And finally, the 
ROM socket is wired to accept the 512K 
byte ROM, should CBM ever decide to 
use one. 

This is not a bus expansion product; it 
will not act like a coprocessor sloe, and 
there is no provision for a math 
coprocessor. 

(CaleKBU) You mentioned a jumper for 
selection of KS ROM or RAM. Is this 
jumper internal, external, or a soft- 
switch? 



THINKER 

Hypertexd 

for AMIGA 

"..stunning capabilities. .simple to 
operate.." "..superbly crafted.." - 
Gary Gehman, Amiga Sentry, 6/89 

Hypertext and Outline 

Processing combined. 

Powerful Hypermedia 

application combines 

word processing and 

database ideas into an ' 

Idea Processor. Link 
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The latest technology for 
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for writing, designing, documenting, 
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circle 127 on Reeder Service card. 

GT: I have referred to it both ways. In 
my prototype, it is one of those square 
two pin jumper blocks. In the future, I 
will run it to an available flip-flop which 
will be clocked by the reset line, and 
have the flip-flop input a switch which 
will run outside of the case. To change, 
you'd toggle the switch and reboot via 
Ctrl-Amiga- Amiga. At diat point the new 
setting would take hold. 

(CaleKBU) I expect that this will be a 
well-received product. As such, how 
small an initial production run do you 
expect to make? Are you thinking of 
doing something like ASDG and polling 
users first to see who will buy so as not 
to be under-stocked for loo long? 

GT: That depends more on finances. We 

plan to build 100-200 for a first run, 
depending on production costs. I am 
reasonably sure that they will go quickly. 
But we need to impress the bank! 

(CaIeb(BU) I think you will, Greg. The 
Rejuvenator sounds like a wnner! 

•AC' 

Copyright © 1989 AmigaForums. All 
Rights Reserved. 
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Bug Bytes 

The Bugs and Upgrades Column 



by John Steiner 

A posting on PeopleLink (thanks, 
Allegro) alerted me to a problem with 
MicToEmacs, the "other" freebie editor 
that is packaged with the Workbench on 
the Extras disk. After some experimenta- 
tion, I have verified tlie bug, although I 
don't really have any workarounds. It 
seems MicroEmacs does not clear the 
archive bit when it saves a file. 

This bug could have disastrous 
consequences for hard drive users that 
perform incremental backups. Hard disk 
backup utilities, like Quarterback, 
automatically set the archive bit when 
they finish backing up a file. And 
programs that write to previously existing 
files should clear die archive bit when- 
ever they save a file. 

Backup programs use the archive 
bit to determine if a file should be 
backed up when choosing an incre- 
mental backup. Incremental backups do 
not back up the entire drive, but do back 
up those files that have changed since 
the last backup session. If you are using 
MicroEmacs on a hard disk, caution is 
certainly in order when doing incre- 
mental backups. 

While on the topic of Commodore 
products, there has been a smattering of 
postings on the networks regarding some 
hardware incompatibilities with various 
brands of tiiird-party expansion products 
and the revision 6 motherboard (revision 
6 boards are being shipped with the new 
Fatter Agnus chips in the 2000's and 
2500's.) If you have a revision 6 mother- 
board and have experienced problems 
with third-party products, let me know. If 
any manufacturers have provided details 
on specific problems and/or worka- 
rounds, let me know, and I will pass 
along the information. 



A bug in Music-X that caused the 
serial port to remain allocated after the 
program executed has been fixed. 
Registered owners can contact the folks 
at Microltlusions for details on tlie 
upgrade. 

HiSoft BASIC Professional from 
MichTron has been upgraded to version 
1.05. You can upgrade your copy by 
sending your original disks and $5.00 to 
cover postage and handling to MiciiTron. 

According to a press release from 
Gold Disk, another major upgrade for 
Professional Page is about to be released. 
It should be available by the time you 
read this, if the September release date is 
met. The upgrade features CompuGra- 
phic fonts in addition to the large 
number of Adobe Postscript fonts. Along 
with several major features mentioned in 
the press release, the program will 
include high-quality, dot-matrix and non- 
Postscript laser printer support — a feature 
currently missing from tliis otherwise 
excellent desktop publishing package. 



X-CAD, probably the most power- 
ful and most complicated Amiga CAD 
program, has problems with the dongte 
and the A250O. The program does not 
recognize the presence of the dongle. 
Haitex Resources, the people who have 
the licensing rights to market the 
program, have been providing corrected 
disks to A2500 owners who have the 
original version of X-CAD. 



But when one user received his 
upgrade, he found no indication of better 
performance. He initially attempted to 
simply drag the icon from the new 
floppy disk onto his hard drive, overwrit- 
ing tlie old version. 

A quick call to technical support 
provided a solution (no documentation 
was included with the upgraded disks). 
Before running the program, delete the 
old version from your hard disk entirely, 
and install the new ^'ersion from the 
beginning. That should solve any dongle 
problems. 

Anotlier tidbit of iiifonnation was 
made available: it is possible to get a 
non-donglized version of X-CAD from 
Haitex, along with a disk full of support 
programs and utilities. The cost of the 
upgrade is S29.95, and be sure to include 
your original master X-CAD program 
disk. For more information on the 
upgrade, contact Haitex Resources. 

CADVision International, original 
creators of X-CAD, has not been happy 
with the sluggish sales of X-CAD in the 
United States. The program has a 
reputation of being difficult to learn, with 
little useful documentation being 
provided. The program currendy requires 
a minimum of 2 MB of RAM, further 
limiting its potential sales to those 
equipped witli lots of memory expan- 
sion. As a result, CADVision has com- 
pletely redesigned the interface, and is 
now planning to market two new 
versions of the program — X-CAD 
Designer and X-CAD Professional. 

X-CAD Designer is a step-down 
from the original X-CAD, yet still retains 
many of the features and high-speed 
capabilities of the original X-CAD. X-CAD 
Designer will run on any Amiga with 1 
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MB of RAM or more. The program also 
boasts a much lower price of SI ^9-95. A 
press release details several features 
including high-resolution graphic support 
for 24-pin and laser printers, optional 
import/export of AutoCAD DXF format 
files, IFF file export, and Aegis Draw Plus 
import. The program is also compatible 
witli Gold Disk's Professional Page. X- 
CAD Designer's big brother, X-CAD 
Professional, will essentially replace llie 
current version of X-CAD. 

Neither program will be marketed 
through Haitex Resources. Instead, 
distribution wiE be tiirough one of the 
largest wholesale Amiga software 
distributors. Since Haitex is no longer 
marketing the new versions, there are 
some technical support questions 
involved. The U.S. software distributor 
does not have technical support facilities, 
and the only phone number listed for 
CADVision International is in Great 
Britain. 

The person I spoke witli at Haitex 
did not know which, if any, upgrade 
paths would be available to current X- 
CAD owners who wish to move to the 
soon-to-be-released X-CAD Professional. 



ASDG Incorporated has released 
version 1.1 of the Professional ScanLab 
software. Professional ScanLab software 
drives die Sharp JX-300 and JX-450 color 
image scanners. 

Due to improved 24-bit elecu-onic 
color separation routines, the upgrade 
sports noticeably truer colors than the 
earlier version . The upgrade eliminates 
problems with color shifts caused by 
impurities in tlie inks used in the final 
printing process. 

For more information and details 
on upgrading Professional Scanlab, 
contaa ASDG Incorporated. 



Gramma Software has announced 
an update to NAG PLUS 3.1. Several 
features and improvements include the 
addition of an ARexx port, more 
keyboard command equivalents, 
unassisted phone dialing via modem, 



and several bug fixes. Registered users 
may receive an upgrade dirough an 
order form distributed by Gramma 
Software, or by contacting the company 
directly. Cost for the upgrade is $10.00; a 
disk and bound manual supplement may 
be ordered for $20.00. 



SimCity, from Maxis Software has a 
bug-fLxed upgrade. The new version is 
less hungry' for Chip memory, and is 
easier to load and run. Several bugs have 
been squashed as well. Registered 
owners can call for upgrade information. 
If you are a registered user and have not 
received an upgrade, contact Maxis 
Software. 



ProWrite version 2.5 is now 
available from New Horizons Software. 
Improvements to the program include 
better printing routines, user-adjustable 
page sizes, and faster, interactive spell 
checking. The upgrade costs S20.00 plus 
S5-00 shipping and handling. Send your 
original Pro Write program disk and 
payment to New Horizons Sofnvare, 



That's all for this montli. If you 
have any workarounds or bugs to report, 
or if you know of any upgrades to 
commercial software, you may notify me 
by writing toi 

John Steiner 

c/o Amazing Computing 

Box 869 

Fall River, MA 02722 

or leave EMail to Publisher on People 
Link or 73075,1735 on CompuServe. 

•AC- 
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(512)328-6650 
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Amazing Computing V4. 10 ©1989 51 



(continued from pa fie 18) 

shonened as gameplay progesses, thus speeding action. The 
number is then displayed at the top of the screen using the 
LOCATE command. A note is played based on the y coordinate 
of die failing letter. This continues until the letter hits the city, or 
the correct key is pressed. 

A handy routine I frequendy employ is the "key. wait" sub- 
routine. Whenever 1 need to wait for a key press, I call this 
routine. It displays tile message "Hit any key to continue", then 
waits for a key press. Once a key is pressed, the text is remo\'ed 
by printing spaces over it, and the program returns to where it 
was called from. It might be worth setting up this routine as a 
subprogram and pa.ssing to it the text to display, and the 
coordinates of where to display it. 



Typing Tutor Listing 



init.some.stuf f : 

DIM scores 111! ,names$(ll) 

FIMJDOMIZE TIMER 

WINDOW l,"Typer Tutor 1989 Mike Morrison. 
Amazing Computing", (0, 0) - (631, 186) , 10 



Written for 



Init. hi. score: 

ON ER.HOR GOTO handle. error 
OPEN "letters. score" FOR INPUT AS 1 
WHILE NOT EOF (II 
Ji-X + l 

INPUT *l,namesS (x) .scores (X) 
HEND 
CLOSE #1 
hscore=scores (1) 
GOTO main 



handle. error: 

IF ERR053 THEN ON ERROR GOTO 
FOR K=l TO 10 

names$ [x) ="Empty for now" 
NEXT 



main: 

del=50Q:lives«3:3core=0 
GOSUB init. screen 
GOSUB get. ready 

WHILE lives>0 
GOSUB get. char 
GOSUB update. score 

WEND 

LOCATE 10,35 

PRINT "GAME OVER" 

GOSUB key, wait 

IF score>scores (10) THEX 
GOSUB hi. SCO re 

END IF 

GOSUB play. again 
GOTO main 



Oops! Last Minute! 

Please do not confuse this 
program with the fine com- 
mercial program TypingTutor 
& Word Invaders. Acadamy 
Software has offered their 
commercial product since 
1981. We apologize for any 
misunderstandings. 

Typing Tutor & Word 

Invaders 

$34.95 

Acadamy Software 

P.O. Box 6277 

San Rafael, CA 94903 

(415)499-0850 



inlt. screen: 
COLOR 1,2 

LINE(0,7)-(631,n6),2,b 
PAINT (1,1),2:L0CATE 1,20:PRINT 



'Hi-Score: ";hscore 



LOCATE 1,40:PR1NT "Lives:", 
LOCATE 1,60:PRINT "Score:" 
FOR x=0 TO 631 STEP 8 
h-0 

WHILE ll<7 

h«INT(RIJD(l) ■20>+l 

WENO 

LINE (x,n6)-(x^6,176-h} 



lives 

score: COLOR 1,0 



2,bf 



NEXT X 
RETURN 

get. ready: 

LOCATE 15,26:PRINT "Move the mouse out o£ the way. 

GOSUB key. wait 

LOCATE 15,26:PF!IKT " 
RETURN 

play .again: 

LINE (222, 67 1 -(386, 84), 2, bf 

LOCATE 10,30;PRIKT "Play again (n»END)" 

rS="" 

WHILE rS="" 

rS-INKE^S 
WEND 
IF UCASES ( rS ) ="N" THEtl 

CLS 

COLOR 2,1 

LOCATE 2,33:PRINT "Keyboard Aces" 

COLOR 1,0 

LIKE (128,32)-(464,1441,2,bf 

COLOR 1,2 

FOR x=l TO 10 

LOCATE 6+x, 20: PRINT namesS (x) 
LOCATE 6+x,50:PRiNT scores (x) 

NEXT X 

COLOR 1,0:LCCATE 20,33 

PRINT "See you later."; 

END 
END IF 
CLS 
RETURN 



get. char: 

xe=INT(RKD(l)*77)+l 

cS=CHRS (INT (SND(l) -26) +65) 

y=l:aS-"" 

WHILE aSocS AND y<22 

FOR q»l TO del+spd:NEXT 

SOUND 'SOO-y'lO,! 

aS-UCASES (INKEYS) 

y-y+1 

LOCATE y,xc: PRINT CS 
WEND 
RETURN 

update. score: 

LINE ((xc-i)-a,8)-((xc-ll«8+7,7+((y-l>'8) ),0,bf 
IF aS^cS THEN 

score=score* (10' (22-y 1 ) 
IF score>hscore THEN hscore=score 
ELSE 

lives"lives-l:spd=0 
del-SOO- (lOO* (3-lives) ) 



'Hi-Score: ",-hscore 
'Lives:",- lives 
'Score:";score 



COLOR 1,2 
LOCATE 1,20:PRINT 
LOCATE 1,40: PRINT 
LOCATE 1, 60: PRINT 
COLOR 1,0 
spd»spd-10 
RETURN 



hi, score: 
CLS:here»0 
COLOR 2,1 

LOCATE 2,33:PRINT "Keyboard Aces" 
COLOR 1,0 

FOR x-10 TO 1 STEP -1 
IF score>soores <x) THEN 

scores (x+1 ) =scores (x) : namesS (Xf 1 ) =namesS (x) 
scores (x) =score:namesS (x)="":here=x 
END IF 



(continued on page 108) 
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Roomers 



by The Bandito 

(Tfje statements and projections 
presented in "Roomers" are rumors 
in the purest sense. The bits of 
information are gathered by a third 
party source from tvhispers inside 
the industry. At press time, they 
remain unconfirmed and are printed 
for entertainment value only. Accord- 
**^gfy> the staff and associates of 
Amazing Computing™ cannot be held 
responsible for the reports tnade in 
this column.] 

AmiEXPO Chicago Report 

The usual companies were present. 
Not surprising was the absence of 
Microlllusions and Aegis; both of them 
have been avoiding shows lately because 
of the expense. Some interesting 
hardware was announced: a series of 
transputer boards for tlie A2000 — how 
does 8I92 X 8I92 pixel resolution with 
16 million colors grab you? Of course, a 
mere 20 megabytes of video RAM will be 
needed to use it. No telling about the 
price, but it would probably be enough 
to make a Mac II owner take notice. 
How's that for high-end? For die old 
faithful AlOOO owner, the Rejuvenator 
sounds like it will put some life into the 
old 1000 series by offering a way to 
upgrade to the new Enhanced Chip Set 
and providing an A2000-compatible 
video slot. 

Commodore has continued its 
hiring blitz by adding a new VP of 
marketing, Lloyd Mahaffey, who was 
previously in charge of federal sales for 
Apple. Not surprisingly, the Bandito has 
heard that Commodore plans a big push 
into die federal market. Some major 
defense contractors already use die 
Amiga for presentations, including such 
well-known names as Manin Marietta 
and Lockheed. While the Amiga may 
never make much headway against the 
installed base of PC's, it is possible that 
the Amiga could be the computer of 
choice for the interactive ^'ideo, multi- 
media, and presentation requirements of 



the Feds. After all, the Amiga is about 
half the price of comparably equipped 
Macintosh systems, and government 
contracts are sensitive to such details. 

Commodore is starting to get better 
coverage in mainstream publications like 
PC Week. A recent article has corporate 
users describing why diey prefer the 
Amiga for presentations. As Commodore 



The Bandito has heard that 

George Lucas is producing a 

commercial for Commodore, to 

be directed by Matthew 

Bobbins. Apparently George is 

a fan of the Amiga and offered 

to do it for less than would be 

expected. 



hires more marketing people to handle 
sjxicific vertical markets, expect more 
coverage of the Amiga in specialty 
magazines for video, graphic design, and 
publishing. 

Commodore stock has taken a 
beating lately, dropping from IS down to 
around 10 because of the poor quarterly 
returns (a $9 million loss in the latest 
quarter). Commodore sales were down 
to $180 million from $215 million; they 
lost S8.9 million versus a S12.2 million 
profit in die same quarter last year. Sales 
have slowed in West Gemiany, and the 
stronger dollar has also hurt overseas 
profits. Commodore has also had more 
expenses lately, because Copperman is 
hiring people from Apple, trying to set 
up a really thorough developer support 
group and a well-staffed marketing 
department. Maybe it's time to buy the 
stock. 

Commodore is gearing up for a 
hea\'y Christmas advertising schedule, 
while .\pple is cutting back because of 
poor quarterly results. The rumored 



budget for Commodore's advertising is 
Sl4 million, which would make quite a 
splash. It sounds like Copperman wants 
the Amiga to hit big this Christmas and 
get some name recognition (as well as 
sales). 

The Bandito has heard that George 
Lucas is producing a commercial for 
Commodore, to be directed by Mattliew 
Robbins. Apparendy George is a fan of 
the Amiga and offered to do it for much 
less than would be expected. If liiis is 
really true, the commercial should cause 
quite a bit of attention, since it will be 
the first that Lucas has had a hand in. 
The Bandito is working hard to find out 
just what tlie commercial will be like; 
watch out for further details. 

Say, has anybody seen that 
Desktop Media advertising campaign 
touting Macintoshes? It offers some 
amazing animations of a flying car, 
which zips along at about 3 frames a 
second and looks like it was drawn by a 
4-year-old (no offense, kids). It should 
convince ever>' animation professional to 
buy an Amiga! Commodore should tr^' to 
buy time right after^'ards so people can 
see the incredible difference between tlie 
cheesy looking Macintosh Helocar and, 
say, any Sculpt 4D demo. Hey, a new 
slogan for Apple — "Half the power at 
twice the price!" 

Connectivity is becoming a more 
important buzzword at Commodore. 
Expect to see their Novell network 
hookup on the market soon; it's already 
been demoed at shows. Commodore 
may cut some deals for other t^'pes of 
netT^'ork support. There is already a 
couple of solutions on the market; 
Ameristar has an Ethernet card for the 
A2000, and CMI has an Appletalk card, 
All they need is major software support, 
and perhaps the benefit (to the corporate 
mind) of a Commodore label on some of 
these netvi'ork solutions. The Bandito 
hears that a lot more Amigas would sell 
if people could hook them up to their 
network at the office. 
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ra Gripe If I Want To Dept 

The Bandito hates copy protection 
almost as much as software piracy. Isn't 
it scary to insert a disk and VinisX says 
that it has a non-standard boot block' 
Then you realize it is just copy protection 
— or you hope it is just copy protection. 
The worst sort of copy protection is the 
kind tl:at makes you look up a word in 
the manual, so then you have to keep 
the manual handy and try to count lines 
and words. A real pain, especially on a 
piece of productivity software. It's almost 
as obnoxious as a key disk protection 
set-up. Fortunately, more developers 
have been coming to their senses and 
getting rid of copy protection, but diere 
is sull enough out there to be annoying. 
The Bandito realizes that sometliing has 
to be done to protect games, but there's 
no excuse for copy protection on a piece 
of software people depend on for their 
livelihood. Wliat's the answer? For the 
users, boycott copy-protected software 
and make sure the manufacturer knows 
why it's not being bought. At the same 
time, try to stamp out piracy by refusing 
to indulge in it, and reporting BBS's and 
other heavy offenders to tlie publishers 
concerned. For the publishers, leave the 
copy protection out, but make sure the 
software provides a lot of value (espe- 
cially a good manual and good teclmical 
support) at a reasonable price. 

Interfaces that are so far from 
normal that you think you're using an 
Atari ST or a UNEX machine or some- 
thing. Sometimes it is due to a rush job 
of porting a product from anotlier 
computer system. Other times, the 
programmer just gets slap-happy and 



starts throwing buttons around like crazy. 
The Bandito's advice: Color-blind people 
shouldn't do interfaces. It would be nice 
if you didn't have to read a manual just 
to learn each new variation on a file 
requester. Maybe 1.4 will help this mess. 

The Latest Word Is Perfect Dept 

After WordPerfect Corporation 
announced tliat they would no longer 
develop software for die Amiga, loyal 
Amigans raised a great hue and cry. With 
many companies, that wouldn't make a 
difference, but WordPerfect has gotten to 
the top of the heap by listening to its 
customers. So WordPerfect has bowed to 
public pressure and decided to continue 
working on WP software for the Amiga. 
It's really a non-announcement, because 
tliey were going to do that anyway — at 
least to the extent of supporting die 
current version, bug fixes, and a rev for 
Kickstart 1.4. Still no plans for a WP 6.0 
on the Amiga, though once the IBM 
version is done they may consider it. If 
you want graphics and non-embedded 
formatting, you will have to use some 
other Amiga word processor like 
Excellence.' The Bandito has heard that 
for those who just want to put words in 
as fast as possible, Transcript from Gold 
Disk is the best solution. 

About Kickstart 1.4 

Expect new versions of all major 
software packages. Why? Well, most will 
want to take advantage of the new 
graphics modes allowed by the En- 
hanced Chip Set and 1.4, so they have to 
rev the software. And though we were 
promised by Commodore that our 



software will work properly if it followed 
all the rules, you can bet that a lot of 
programs will not work right under 1.4. 
So start saving your pennies for the in- 
evitable slew of upgrades. Hopefully, die 
upgrades will offer more than just 
working with 1.4, and we'll get more 
features for our money. We'll see. 

What's hot; Sim City, Populous, 
Licence to Kill. What's not: ports of old 
C64 software. Things are pretty dull, 
really, in the Amiga market lately. Where 
is a hot new productivity product to get 
excited over? The Bandito's hoping diat 
Christmas will prove more interesting. At 
least a new crop of games will be out. 
There's some excitement over Myper- 
Clone software, but the Bandito just can't 
get too dirilled about something tliat's 
really a programming language. No 
matter how you slice it, that sounds too 
much like work. HyperClone Wars are 
coming this Christmas. The Bandito 
expects the battle to be waged in 
advertising, on netv.'-orks and bulletin 
boards, and dirough user groups. 
ULTRACARD has an early start, but diere 
is no marketing to speak of. The 
competition should be arriving this fall, 
and we'll see some competitive fire- 
works. The big question is how the 
HyperClones stack up against each other, 
or rather who gets the most stacks out 
into the market. After all, it's the stacks 
that really do the work. 

The HAM Paint Wars are raging 
again as Digi-Paint 3 finally ships. Let's 
see, what's the status of the combatants? 
The Bandito hears that Digi-Paint 3 is a 
hot seller, especially since people have 
been waiting to see it. Deluxe PhotoLab 
is silent, as is Photon Paint 2.0. Are they 
out of advertising ammo, or are diere 
deeper reasons at work? DeluxePaint III 
is sUll humming along with a bit of 
advertising but not making too much 
noise. A new version of DeluxePaint III 
with an extra feature or two and a 
number of bug fixes is out now, though 
there's no formal upgrade (call EA's 
customer service to get a copy). What's 
confusing to the Bandito is that De- 
luxePaint II is still being offered, now at 
S99.95. Are there many takers? The 
Bandito hears that most are opting for 
DeluxePaint III instead. At stake in the 
H.\iM Paint Wars is the lucrati^■e Christ- 
mas sales market. The Bandito's tip: bet 
on the big ad dollars to win. 

Hey, with RAM prices dropping 
back to where they were a couple of 
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years ago (and lower), it's time to 
consider making the A500 with 1 
megabyte of memory standard. Maybe 
the A2000 should have 2 megabytes 
standard. Multitasking only really gets 
useful when there is at least 3 mega- 
bytes. More programs are now requiring 
at least 1.5 megabytes. The Bandito's 
looking forward to seeing the first game 
that requires 3 megabytes. It should be 
simply amazing, don't you diink? 

Speaking of prices headed eartli- 
ward, color printer prices are dropping 
as their sales improve. You can get an 
HP PaintJet for under a thousand, tliese 
days. The Bandito hears that prices of 
color inkjecs will hit $800 on the street by 
year-end. Programs like PenPal look 
even more fun. Being able to include a 
digitized color image in a letter can make 
a powerful impact. Think of the love 
letters you can write... 

Some of the old Amiga developers 
that have been in deep financial waters 
lately are about to be sucked under the 
rising tide of debt. The theory is tliat if 
they can survive till business picks up in 
the fall, then maybe the rising tide that 
lifts all boats will pull their ship out of 
the mud. That is as long as they've 
managed to plug the holes in the hull. 
Meanwhile, the rats continue to send out 
their resumes. 

The Japanese are busy cooking up 
some interesting hardware. The latest 
developments: Fujitsu is making the FM 
TOWNS, a 386 PC with a CD player 
built-in, eight-channel hi-fi stereo, and a 
software interface to the CD player and 
the stereo (dick Play to play a CD, for 
instance). Hitachi has a combo PC, 
telephone, and word processor called the 
Proset 30 with a built-in color monitor, 
printer, internal hard disk and modem. 
Sure, tliese sound like weird combina- 
tions, but they just might hit on some- 
thing. Wouldn't you like a stereo receiver 
on a card for your A2000? 

Byte-by-Byte is bringing out a 
version of Sculpt 4D for tlie Macintosh 11. 
Well, it won't have any animation or 
surface mapping in the first version, so 
it's not as powerful as tlie Amiga version. 
Oh, yes, the price tag is a bit different — 
would you believe $1500? Expect to pay 
$1000 for each animation or surface 
mapping module. According to the 
Bandito's pocket calculator, it's cheaper 
to buy an Amiga 500 and a copy of 
Sculpt 4D than it is to buy die Macintosh 
version of the software. Are Mac buyers 



really that unconscious? Ask Byte-by-Byte 
in about sbt montlis. 

Hard disks are getting more 
popular in the Amiga market, since the 
price is now comparable to an IBM or a 
Mac hard drive. If you're doing serious 
work, it's indispensable. Now if only 
more software developers would make it 
easy to install their software on a hard 
disk, the Bandito would be much 
happier. Let's start with Commodore — 
tlieir hard disk formatting software seems 
to be written in CP/M by a learning- 
disabled chimpanzee; it was documented 
by his twin brotlier. 

The more the Bandito hears about 
1.4, the more it sounds like the Macin- 
tosh operating system. Hey, that's not 
bad, because they've got a lot of good 
ideas. Of course, the Macpeople haven't 
figured out useful things that we already 
have, like multitasking or a command 
line interface option. Give them a few 
decades, and maybe they'll clue in. The 
most disappointing thing about the 1.4 
alpha is (he graphics. Supposedly, 
Commodore hired a real graphics anist 
to design new icons and such, but it still 
looks rather sophomoric to the Bandito's 
critical eye. C'mon, let's get a real 
professional looking font. And it has to 
be readable in the new 640 x 480 mode. 
One thing die Bandito does miss about 
the old 1000 is the cheery "bee-dee- 
bleeuroop" chat would greet you when it 
was powered up. There should be some 
cool standard sound when you start up, 
perhaps a digitized "Welcome to Amiga!" 
Of course, it would have to be easy for 
the user to substitute their own start-up 
sound. Yeah, sure, if you want to hack 
around with your startup sequence you 
can do that now, but it should be easy 
and part of the operating system. While 
they're at it, how about making it easy to 
put in any picture as a backdrop for the 
Workbench' 

The Bandito is a littie worried 
about 1.4. Sure, it's great that Commo- 
dore is taking suggestions from all the 
developers about what to put into it, and 
1.4 should be a great advance in many 
ways. But if Commodore ever wants to 
ship the bloody thing, they've got to 
draw a line and say "That's All, Folks!" 
Get something out for Cltristmas and put 
the rest of the stuff in 1.5. Let's get it out 
early and make Apple look silly trying to 
put out tiieir new System 7.0 software 
with half the features in 4 times the 
memory in twice the time. 



VIDI-Mice 

Software allows you to control 
virtually ANY VIDEO, MUSIC, or 
PAINT program from your video 
camera Input 

• Transform real-time visual 
image into mouse and 
button events 

• Fully programmable with 
instant recall and edit 

• Multitask on any model 
Amiga®, LIVE!® frame 
grabber required 

Please send your check or 
money order of $85,00 to 
(CA residents add 6% tax) 

Tensor Productions 
280 Mathilda Drive No. 9 
Goleta, California 93117 

Tel: 805-685-6245 

Fax: 805-885-2994 

MIDI-Mlce (Music interface) 

also available for $85.00 

Dealer Inquiries Invited 
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All is not well with the 1 megabyte 
Agnus cliips. Some software refuses to 
run, particularly some games. Other 
games run extra slow, which is rather 
exasperating to those who got the 1 meg 
Agnus expecting better performance. 
There will be some upgrades, but don't 
expect all games to provide an upgrade. 

Commodore can take a lesson from 
Apple on how not to introduce new 
models of their computers. Apple stock 
is wilting and their profits are slumping 
because they have introduced new 
models at a price tiiat makes tiiem much 
more attractive than the older computers 
in their product line. So, of course, 
people have stopped buying the older 
computers and are demanding the new 
ones; equally, Apple is still producing 
too many of the old computers and not 
enough of tlie new ones. While the 
Bandito would dearly love to see the 
Amiga 3000 on the market. Commodore 
should consider carefully how to 
introduce it, and reprice the product line 
so they do not run into similar problems. 



•AC* 
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by Barry Solomon 

I was working on my Amiga last 
night, very tired after seven straight days 
of working (no rest for the weary!) when 
my drained brain insisted that I get 
horizontal and turn on the other tube. 
Yes, I admit it, my pre-bedtime ritual 
includes zoning out in front of the TV. 
Oh, I tell myself it's a great way to keep 
om top of ali the latest professional 
video effects and styles, but I'm a child 
of the fifties and I just can't sleep without 
my fix. Anyway, there I was flipping 
through the channels when what did I 
spy with my litde eyes? My animation. 
Yep, right there on my TV — my very first 
professional project! 

It's not tliat I hadn't seen it on TV 
before. I had — but only once, and that 
was months ago in a neighboring town. 
Anyhow, seeing the piece got me 
thinking back to the trials and tribula- 
tions of my first professional video gig. 

About two months after I had 
gotten my Amiga, I was still learning the 
most basic graphics and animation. I had 
started from scratch with no computer 
background whatsoever, But all of a 
sudden, I was in business. It seems my 
brother-in-law (in the video business) 
had mentioned my Amiga and my plans 
to a friend (also in the video business) 
who mentioned me to a friend (you 
guessed it.) 

This friend was a very nice woman 
who, with two other very nice women, 
owned a local real estate company. She 
also produced a half-hour show tliat 
appeared daily on the local cable 



channel. It showcased their nicest 
propenies and, from what she told me, it 
worked quite nicely for them. 

The problem was that tlie show 
was on very frequendy and, although the 
houses changed every week, she felt that 
viewers were becoming a little blase. She 
wanted something new to grab their 
attention. A snazzy animated intro, 
perhaps? So she called me. Well, I made 
an appointment with her for that 
afternoon and immediately called in sick 
to my real job. (That dam cough!) 

She was a litde vague about what 
she wanted (like the Grand Canyon is a 
little crack), but she knew she wanted 
something new and different. I assured 
her that I could not only handle this job, 
but I could increase her viewership 
considerably. I told her I would call her 
in two days with the plan. All the way 
home I looked for a phone booth to 
change in. I mean, if I didn't turn into 
Mr. Video soon, I was sunk! 

When I got home I immediately 
put on my thinking cap, which was no 
mean trick. It had been a while since I 
had worn it and I had gotten a little 
flabby around the brain. Luckily, my 
batteries weren't completely dead and, as 
I stared at die real estate company logo, 
it all materialized, crystal clear, in my 
head. 

The logo consisted of a drawing of 
the side of a house with two film reels 
on one side of it. "How's about we 
animate those reels?" I said to myself. 
"Yeah, that's the ticket! We'll animate 



those reels and have the title of the show 
kinda FLASH in on tlie other side of tlie 
screen." 

With my confidence steadfasdy 
rooted in God-knows-what, 1 met with 
die woman two days later. My enthusi- 
asm must have counted for somediing, 
because with absolutely nothing concrete 
to show her, she approved the idea. I 
was flying! My mind was racing with 
visions of fame and fortune when 
suddenly... 

"But.. -it doesn't really show diat it's 
video ." she pointed out. "How about 
sometliing with a TV?" 

I swear I'll never leave my thinking 
cap at home again. Luckily, synapses 
jumped into fall gear and I had it! 

"We'll start just as I said. House 
and reels appear; die reels are turning; 
die tide of die show pops in, word-by- 
word, and after about five seconds, we'll 
have a giant TV appear beneath the 
house with static on die screen which 
clears to black into which the cable 
company can key the first house of each 
show." 

Being the sport that I am, 1 even 
offered to give diem a separate 30 
seconds of the animated logo with the 
weekly schedule on it, over which they 
could run narration and use as a promo. 
Well, she loved it! Hands were shaken 
(so was I), and I told her I would have it 
for her in 30 days. 

Back at my home/office/studio, my 
adrenaline faded along with my hopes. I 
realized that, although I was sure it could 
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be done, I really had no idea how I was 
going to do this. But I realized it was 
sink or swim, and I really hate getting 
water in my ears. 

The first thing I had to do was get 
the logo on my Amiga. No problem; I 
used my handy-dandy digitizer. My client 
had even given me camera-ready art. 
Tlie digitized logo didn't come out so 
well, but I figured I could clean it up in 
my paint program. An hour later, with 
her logo looking more like a moose than 
a house, I knew I w^as in trouble. It 
seems the digitizer doesn't take too well 
to very thin lines. If only I had a drawing 
tablet, I could trace it right in. But that 
was clearly not in my budget. Wliat to 
do, what to do?!! 

I ran to my local stationery store 
and bought a couple of those clear 
plastic folders — ^you know, the kind you 
used to buy to put your book reports in 
to impress the teacher? Dashing home I 
placed this over my victim, the logo, and 
traced away with a fme point permanent 
marker. In fifteen minutes I had it 
captured forever on plastic. Opening my 
paint program, I drew a sti-aight line 
across my screen about where I thought 
the bottom of the house should go. I 
then carefully held the plastic (with tlie 
captive soul of the logo) against my 
monitor, lined it up as best I could, and 
taped the sucker right there. In twenty 
minutes I had that logo right there on my 
screen! 

I decided diat my next step would 
be to animate the reels. Again, I figured 
no problem; I'll create the reels with 
their "spokes," cut them out as brushes, 
and use the ROTATE BRUSH feature of 
my paint program to create six different 
positions for the reels (actually, six 
positions for tlie large reel and four for 
the small reel, as reels of different sizes 
would turn at different rates). 

Those of you who realize my 
glaring error in logic may skip to the 
next class. On attempting diis step, I 
soon realized that rotating a circle as a 
bmsh does not give you a perfect 
drde — at least not with any of the three 
programs I tried. (Well, that explained 
tlie Flinfstone-like wheels I had seen on 
so many car animations!) 

Okay, if I couldn't turn the reels, I 
would move the spokes. Samping six 
copies of the large reel and four copies 
of the small one on a blank page, I set 
about drawing the spokes. The litde reel 
did actually have spokes, so that was 



easy. The large reel, however, resembled 
a standard large film reel, with circular 
holes around the center, through which 
you could see the fUm. 

On ihis one I had to get clever. On 
a plain, solid circle I stamped six smaller 
circles around the center (representing 
the holes). Sening my paint program to 
BLE>fD, I dien centered and stamped a 
circle in black (representing tlie film). 
The circle was blended over the e.xisting 
circles, so you could see right through it. 
Then I simply switched back to regular 
paint mode and used my fill tool to re- 
color the reel and film parts. 

Doing the TV part at the bottom of 
the screen was actually pretty' easy, as 
was doing tlie promo I had promised. If 
you ever get a chance to do any kind of 
intro or titling that will appear on TV, 



are in the screen. Make special note of 
where you stamp brushes; you never 
know when you may have to duplicate 
your work. Also, if animating, it will be 
helpful to know where your bmshes go 
(or don't go) on other pages. 

2. Save your work (often!). I know 
■we read this all die time and we all tliink 
it won't happen to us. It can. It does! I 
lost diis entire project diree times and 
had to begin again each time from 
scratch. 

3. Save all your bmshes to disk. 
Even diings you are sure you will never 
use again. You may have to redo just 
that one page and it could be very 
difficult (or impossible) to re-cut a previ- 
ously stamped baish. 

Well, that's about it for this go- 
round. I'll be back again with more hints 




ne lai-ge reel tvas made from 3 bnishes (A, B, C). We problem was having the film (or 
tape) show through the holes in the reel. I made a circle in lnw mix mode (using 

Deluxe PhotoLab) over the reel with the holes (2). This gave me a perfect circle outline. 

The proper colors were then filled in (3) and center holes and nut ivere added (4 & 5). 

The spokes were added on the second animation to exaggerate reel motion (final). 

With the spokes in place, only 3 reel positions were used to create the animation. 



you might want to keep this promo idea 
in mind. You can probably use the work 
you've already done and just plug in the 
air times as I did. Five minutes and I had 
something I could offer to my client as a 
FREE bonus. 

There are three other things I had 
burned into my memory banks by diis 
project that you should also keep in 
mind: 

1. Keep notes. Always use the 
coordinates option in your paint pro- 
gram. Keep track of where your objects 



and tips for you. And don't forget, if you 
have any questions about the practical 
side of graphics for video, please write. 
If you want to know the know the 
horizontal sync rate for S-VHS don't 
write. I know, but I'm not telling! 

Barry Solomon, Video Editor 
c/o Amazing Computitig 
P.O. Box 869 
Fall River, MA 02720 
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Fractak Part III 

Saving 16-Color Pictures 

BASIC and True BASIC programs that let your work with fractals in 16 colors and save the images to disk 



by Paul Castonguay 

In parts I and II we drew fractals using only four colors, 
because it was important in those first introductory examples to 
keep the programs as simple and as short as possible. But now 
we want to leam to do more on our Amigas. 

Sixteen colors 

The Amiga is advertised as being able to display sixteen 
colors simultaneously in high-resolution graphics mode (640 x 
200 pixels). So where are tliey? Colors on the Amiga are linked 
to a concept called screens. 

Screens 

A screen is a display aica that can have its own resolution 
(high or low) and a number of colors (2, 4, 8, l6, or 32). The 
Workbench screen you see when you boot up your computer is 
a 4-coIor, high-resolution screen. To display graphics in l6 
colors, you must open a l6-color screen, done in AmigaBASIC 
with the SCREEN command. The Amiga is a multitasking 
machine, so when you open a new screen it runs simultane- 
ously with the Workbench screen. You can view a screen either 
individually — by "stacking" it on top of all the others — or simul- 
taneously with other screens — by shifting their positions and 
allowing partial viewing of each. 

Windows 

Normally we do not draw graphics direcdy onto a screen. 
To draw graphics — or even to print text — we must open another 
kind of display area on the Amiga, called a window. 

A window display area is subordinate to a screen in two 
respects. First, a window must remain within the area of the 
screen in which it is opened. Second, a window must use the 

This month's example: 

Fractal generated on the Amiga and modeled after a picture 

itiThe Beauty of Fractals byPeitgen andRicbter. 




resolution and color properties of that screen. For example, if 
you open a window in the Workbench screen, it inherits 640 x 
200 pbcel resolution and four colors. To draw graphics or text 
using more colors, you must first open a new screen that has 
the number of colors you want, and then open a window within 
that screen. 

Let's Lr\' a liale interactive experimentation. . . 

Fire up AmigaBASIC and left-select (with the mouse) 
anywhere in the OUTPUT window to make it active. If you 
enter AmigaBASIC cominands in this window they will be 
executed immediately. (Use single-line commands only.) This is 
called "immediate mode" on most computers. You type the 
command and the computer immediately carries out your 
request. Trj' it by entering 



FOR I-l TO 1000: PRINT I: NEXT I 



(RETURN] 



Your computer immediately starts counting to 1000. If 
you're impatient, hit [CTRLl-C to stop it. This termination is 
possible because AmigaBASIC is an interactive language. Now 
enter a more interesting command: 



640, 200, t, 2 



[RETURN] 



Yikes! Your monitor is suddenly blank. You see a white 
drag bar running left to right along the top, a pair of front-to- 
back gadgets in die top right corner, and the mouse pointer. 
The rest is empty space. It's a new blank screen. O.K., now 
whaL' 

Move the mouse pointer to die drag bar, press and hold 
the left mouse button, dien puU the mouse towards you. The 
new screen drags down on your monitor, exposing the Work- 
bench screen behind. AmigaBASIC's OUTPUT window is there, 
exacdy as you left it. Now, drag the new screen back up to the 
top and then left-select the black front-to-back gadget (the little 
black box). Zap! The Workbench screen fills the monitor and 
the new screen is now in the background. 

Now, let's assume that you have not resized AmigaBASIC's 
OUTPUT window since you first fired it up. When AmigaBASIC 
opens, the OUTPUT window is full-size, covering the endre 
screen. The front-to-back gadget you see in the upper right- 
hand comer does not belong to a screen; it belongs to Ami- 
gaBASIC's OUTPUT window. If you select it, you will flip not 
screens, but windows. 

So, how do you switch back to your new screen? You can 
resize AmigaBASIC's OUTPUT window, thus exposing the 
Workbench screen's front- to-back gadget and drag bar, or you 
can use the keyboard. Press [LEFT_.\iMIGA]-IVl and die screens 
flip. There's your new screen again. Now press [LEfT_AMIGA]- 
N, Tlie Workbench screen flips back to the front. You will use 
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these keystrokes often when you want to return to the Work- 
bench screen while a fractal is being calculated. 

Left-select anywhere in AmigaBASIC's OUTPUT window 
(in the Workbench screen) to make sure it's active, and then 
enter the following command; 



WINDOW 2, "My Window", ( 50, 25 ) - ( SSO , 175 1 , 31, 1 



[RETURN) 



Again you see the new screen, but this time you see tliat it 
also has a display area (window) surrounded by a white border 
and bearing the title "My Window." You should now be able to 
print in l6 colors. Let's see. Flip back to the Workbench screen, 
left-select in AmigaBASIC's OUTPUT window (in die Work- 
bench screen) to make sure that it is active, and enter the 
following command; 



FOR 1=1 TO 1000: COLOR I MOD 16: 

(RETURH] 



PRIHT I: NEXT I 



Now flip screens again. There you are — 16 colors! Isn't 
that amazing? Your computer is counting to 1000 in 16 colors on 
your new screen, yet you can suU flip windows and do other 
things on your Workbench screen. That's mukitasking. 

Now, flip back to the Workbench screen, left-select in 
AmigaBASIC's OUTPUT window (in the Workbench screen) to 
make sure it is activated, and enter 

[CTRL] -C 

Flip screens and see that the counting has stopped. Now go 
back to AmigaBASIC's OUTPUT window and enter 



SCREEN CLOSE 1 



[RETURN] 



Your l6-color screen is gone. If you try to flip screens, nothing 
will liappen. 

This month's example: Tfie SCREEN command 

SCREEN 1, 640, 200, 4, 2 

The first number, 1 , is the screen number. Memory 
permitting, you can open 4 screens in AmigaBASIC, which are 
numbered 1 tlirough 4. The numbers 640 and 200 obviously 
specify the screen resolution. The next number, 4, is the color 
specification. It indicates that you want l6 colors, die maximum 
available in 640 x 200 pixel resolution. The last number, 2, is 
called the "mode"; it must change depending on the resolution, 
in these articles I will always use a resolution of 640 x 200 
pixels, meaning that the mode will always have a value of 2. 

The WISDOW command 

HINDOW 2, , (0, 0)- (631,1S6) , 0, I 

The first number, 2, is the window number. AmigaBASIC 
uses window number I for its own input and output, thus 
allowing you to enter commands like FILES, LIST, LOAD, SAVE, 
etc. in immediate mode. You may use window number 1 in 
your own programs, but it is not recommended. 

The empty space between die first two commas means 
that the window will have no tide. The numbers in parentheses 
are the coordinates of die upper left-hand and lower right-hand 
comers of the window. (More about these in a minute.) 



The next number, 0, is a window attribute number. This 
number allows you to give your window fanc>' features like 
drag bars and sizing gadgets, but you don't need any of these 
right now. They take up room on the screen, and you want die 
maximum possible area for drawing your fractals. Let's leave the 
attribute number at 0. The last number, 1, is the number of the 
screen you want the window to appear in. It's die same number 
that was specified earlier in the SCREEN command. 

Confusing netvs 

Although you opened a screen with a resolution of 640 x 
200 pixels, die actual size of your drawing area is 632 x 196 
pixels. Now wait one minute! Since we are asking for a window 
diat has no drag bar or sizing gadget, why don't we get die full 
640 X 200 pixel area? Well, AmigaBASIC always draws a border 
around its windows, and diat border takes up a few pLxels. In 
my program I would prefer to have no border, but there is no 
easy way to get rid of it in AmigaBASIC. So, I just work widi 
what's available. 

But wait again, you say. Why isn't die drawing area 632 x 
187 pixels, as specified by the numbers (631,186) in die 
WINDOW command? Good question. You see, when the Amiga 
executes a WINDOW command, it counts vertical pixels as if 
you wanted a drag bar, restricting the maximum number of 
vertical pixels to 187. There simply isn't room on the screen for 
a drag bar and more than 187 vertical pbcels. If you ask for 
more, you'll get die message "illegal function call." The WIN- 
DOW command sequence in the last section opens the largest 
window possible. Howe\'er, because you are asking for a 
window widi no drag bar (attribute number 0), you will get the 
extra nine pixels that would have been used to make one. 
These extra pixels are a\'a liable for drawing graphics. The 
Amiga coordinates (pLxel numbers) for the lower right-hand 
coi-ner of die drawing surface thus become (631,195). Confus- 
ing? You bet! 

Last modification 

Remember those two scaling lines at the beginning of die 
programs in the last two articles? They were written for a 
drawing surface of 618 x 187 pixels. Now diey will have to be 
rewritten for a drawing surface of 632 x 196 pixels. Below I list 
everything needed in AmigaBASIC to set up and scale your l6- 
color window. (Note tiiat die values I use for xmin through 
ymax are from diis month's example.) 



DBF FNx(x) 


= INT(l(x-xniin)+dx/2)/dx) 


DEE I 


Ny(y) 


= 195 - INT 


1 ( (y-yitiin 


+dy/2)/dy) 


xinin 


- -0. 


9505 






XTTia:^ 


= -0. 


9825 






yinin 


= 0. 


235 






yinax 


= 0. 


29 






dx = 


(xmax 


-xmin)/631 






dy =. 


(ymax 


-ymin)/195 






SCREEN 1, 


640, 200, 4, 


2 




WINDOW 2, 


, (0,01-1631 


,186), 0, 


1 



The new screen runs simultaneously with the Workbench 
screen. You can flip between diem using the [LEn*_AiMIGAj-N 
and [LEFT_AMIGAl-M keystrokes. See Listing One for the 
complete example that draws a l6-color fractal. 

This o^'er^'iew of the SCREEN and WINDOW commands is 
rather brief, but it should be sufficient for anyone interested in 
running examples in future articles in this series. If you feel die 
need to know more, I recommend Advanced AmigaBASIC hy 
HalfhiH and Brannon (Compute, 1986). 
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True BASIC 

As usual, Tme BASIC has a slightly easier way of doing 
the same thing; 



set mode "HiGH16" 
let xmin = -0.95 
lee xmax = -0.85 
let ymin = 0.2325 
let ymax = 0.3 
dx = (xmax-xmin) /639 
dy = fymax-ymin) /199 
set window xmin, xmax. 



ymin, ymax 



The command SET MODE "HIGH 16" opens bodi a new 
screen and a full-size borderless window. You do not have to 
open a screen first and then a window, as you must do in Ami- 
gaBASIC. In fact, you don't even have to know die difference 
between a .screen and a window. You also get the full 640 x 200 
pixel area to draw on. No modifications of any lines from 
previous examples are necessary. 

Like AmigaB.ASIC, True BASIC allows you to flip between 
screens with die [LEFT_.4MIGA]-M and [LEFT_AiVIIGAl-N 
keystrokes. 

Remember, unlike AmigaBASIC's WINDOW command, 
TRUE BASIC'S SET WINDOW command does not open a new 
window. Instead, it scales (direcdy in Cartesian coordinates!) a 
window that has been previously opened by tlie SET MODE 
command. Listing Three gives the complete True BASIC version 
of this month's example. 

Specifying colors 

There are 16 color registers, each of which can hold a 
different color chosen from a palette of 4096. In AmigaBASIC, 
you use die PALETTE command: 

PALETTE 1, 15/16, 7/16, 0/16 

This line loads pink into color register 1. The fractions 
represent different intensities of the basic colors red, green, and 
blue. All colors on the Amiga are formed from these intensity 
numbers. They are combined togetlier in die register to form a 
single color. Intensity numbers can have l6 different values: 0/ 
16, 1/16, 2/16, ... , 14/16, and 15/16. The fraction 0/l6 repre- 
sents minimum intensity, while 15/16 represents the maximum. 
Since there are 3 basic colors — red, green, and blue — in each 
register, and each of these has l6 possible intensities for each 
basic color, your resulting color will be one out of a possible 
4096 Cl6 X 16 X 16 = 4096). Note diat you can write diese 
intensity numbers as decimals (e.g., 0.25 or 0.3125), but I prefer 
to use fractional notation, 

Knowing exacdy which intensity number combination will 
produce a certain color requires a UtUe practice. An easy way to 
get started is to go to the Preferences screen on the Workbench 
and play with the color controls you will find there. You will 
see the colors change as you move each control, and its 
position will give you a crude idea of the color register numbers 
required to produce that color. 

A more exact method is to use DeluxePaint. The 
[RIGHT_AMIGA]-P (Palette) command provides color controls 
that also indicate the exact numbers required in the numerators 
of the color fractions. If you don't have DeluxePaint, you can 
write a program in AmigaBASIC. There's an example on page 49 
ol Advanced AmigaBASIC, although it gives you color numbers 
as decimals rather than as fractions. 



To specify the basic color of each register, I use the 
subroutine Choose. Color. Numbers:, in which I store tlie 
numerator of each color-intensif\' fraction. These numerators are 
divided b}- l6 in die Use.Color.Numbers subroutine, which is 
called later. 

Choose . Color . Numbers : 

Reg. 

Reg, 

Reg. 

Reg. 

Reg. 1. Blue 

Reg. 1 .Green 



Red 
Blue 
Green 
Red 



Reg. 15. Blue = Q 

You might think I'm being too pedantic by using a 
separate variable name for the intensity number of each basic 
color in each register, but I have a good reason. In future 
articles I will be modifying diese numbers to create different 
artistic effects. It will be easy tlien to look down the list of 
assignments and find the register and color I want to modifj'. 

Making modifications to a program after it is written is 
called program maintenance. Designing progr.ims that are easy 
to maintain is a smart thing to do. When you come back to a 
program some time in the future, you will almost certainly have 
forgotten exacdy how it w^orks. Naming variables descriptively 
helps remind you of their purposes. I know what you're 
thinking; But don't descriptive variable names take up a lot of 
valuable memorj'? 

How much memory is "a lot"? 

Computers today have lots of memory. A 512K Amiga has 
plent)' of room for die sort of tiling I'm doing here. In general, if 
you can tiiink of anything diat will make your program easier to 
understand and maintain — it's worth it! That's what big ma- 
chines are for. By using AmigaBASIC's cut and paste features, 
you can design easy-to-maintain programs without an inordinate 
amount of time on the keyboard. Type the following three lines: 

Reg. 0. Red 
Reg. O.Greer. = 
Reg. 0. Blue = 

Now, left-select and drag the mouse pointer across these 
three lines; diey will turn orange. Press [RIGHT_Ai\nGAl-C to 
copy tliem to the buffer (or clipboard, as some people like to 
call it). Place the cursor at the ne.xt empty line and press 
[RIGHT_AiMIGA]-P. Zap! Three new lines are instandy added to 
your program, Press [RIGHT_AMlGAl-P 14 times. Now, using 
die mouse to position the cursor, type the required intensity 
numbers at die end of each line. Done! 

Structured programming 

Long programs should be organized into clearly defined 
parts that divide die total programming task into many simpler 
ones. Each part can be identified by an informative name that 
shows its relationship to the total programming task. To make 
its internal operation easier to understand, each part should 
contain only die code particular to its own task, 

Bodi .AmigaBASIC and True BASIC have two parts 
designed for this purpose — subroutines and subprograms 
(called functions in True BASIC). Both have dieir advantages 
and disadvantages, depending on the programming situation. I 
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will use subroutines mainly because they are probably already 
familiar to those of you who have used older BASICS on other 
(more primitive) computers. 

So what's a subroutine? 

Let me give you just a quick overview of subroutines, as 
more on tliem will follow in future articles. In short, a subrou- 
tine is like a little program within a program which is executed 
by the GOSUB statement. For example, this month's example 
contains the line: 

GOSUB Choose. Color. Numbers 

This causes the computer to jump to the program section 
labeled Choose.Color.Numbers: and to execute the program 
lines it fmds there. The last statement of the subroutine is the 
RETURN statement, which tells the computer to go back and do 
whatever it was doing before die subroutine was called. 

Widi subroutines, the program operation is easier to 
follow and understand. "When you see GOSUB 
Choose.Color.Numbers, you recognize its purpose immediately, 
just by looking at its name. You don't have to go dirough all 
those color-choosing lines to see what tlie program is doing. 
Yet, if you do want to see tlie color-choosing lines — perhaps to 
modify them — you know where they are. That's structured 
programming. 

Saving pictures to disk 

In die first article of tliis series, I recommended you use 
software called GRABBiTto save your fractals to disk, and 
DeluxePaint to view them once they are saved. While this is 
certainly an easy solution that allows you to get on with the 
business of drawing fractals, it may not be acceptable to 
everyone. First of ail, diat software costs money! Secondly, diere 
is always that old do-it-yourself spirit. I therefore devote die 
remainder of diis article to explaining methods that can be used 
to save your fractal pictures to floppy disk in ..^migaBASIC. 

Before getdng started, let me say that diere are many ways 
to save data to disk, and just as many opinions among program- 
mers as to which is the best. One person may like IFF format. 
Others may want a method drat uses only simple, easy-to- 
understand AmigaBASIC comrnands (no complicated system or 
library calls). Others may already be using CRABBiT, and would 
prefer that I devote less space to this than I already have. Well, I 
obviously cannot satisfy all these different preferences in a 
single article. 

IFF format in AmigaBASIC 

The folks who shipped you your Amiga gave you three 
programs on the Extras disk with which to save graphics 
patterns to disk in IFF format. Unfortunately, these programs are 
quite complicated — certainly beyond the average user's capabil- 
ity, and far above the technical level of this article. Yet, guided 
by exact instructions, I'm sure you can get them working. 

The Extras disk 

Make a copy of it! Look in the BasicDemos drawer and 
notice three files with AmigaBASIC data icons: exec.bmap, 
graphics. bmap, and dos.bmap. Some early Extras disks don't 
have all three files. If you are missing any of them, they can be 
created by using the ConvertFD program, which is also in the 
BasicDemos drawer. I described how to do diis in my "Com- 



puter Aided Instruction" article (AC V 3.9, page 74). (Inciden- 
tally, I just received my new 1.3 AmigaDOS and it came with all 
three files already on it.) Once you have them all, copy the files 
to the root directory of a blank floppy disk. If you have a single- 
drive system, drag their icons to the RAM: disk, replace the 
Extras disk wiUi a new blank disk, then drag the icons to the 
blank disk. You'll do a lot less disk-swapping this way. 

In die BasicDemos drawer of die Extras disk, notice die 
following three files, each of which has an AmigaBASIC 
program icon: SavelLBM, LoadACBM, and LoadlLBM-SaveACBM. 
Copy these files to the root directory of die same disk you used 
above. Finally, if you haven't done so already, copy to the same 
disk — as AmigaBASIC itself — die square box in die root 
directory of tlie Extras disk. You will be using one of tiiese 
programs by tacking it on to the end of diis month's example 
Listing One (using AmigaBASIC's MERGE command). However, 
before doing so you must make sure diat the SavelLBM program 
is saved in ASCII format, as required by die MERGE command. 
Here's how to do that: 

l.J Fire up AmigeBASIC from the above disk (double-click its 

icon) 
2.) In the OUTPUT window type: LOAD "SavelLBM" 
3.) In the OUTPUT window type: SAVE "SavelLBM", A 
4.) Quit AmigaBASIC 

You can now consider this disk a master AmigaBASIC 
work disk. You can save all your work to a copy of this disk; 
there's plenty of room. Make new copies of it when you want to 
start other projects. Now enter this month's example Listing 
One. Notice the complicated-looking lines in die Save. to. Disk 
subroutine. Enter this Stuff carefully! Not\', with the program still 
in memory, activate AmigaBASIC's OUTPUT window and enter 

MERGE "SavelLBM" 

Presto! The Sa\'elLBM program has been tacked on to the end 
of Listing One. Save it and you're done! 

If you look at this newly merged code, you'll probably 
agree that it's quite complicated. I might also mention that not 
all of it will be used. But don't concern yourself widi diat now; 
the parts that are not used will not hurt anything. 

Testing the program 

This mondi's example fractal takes a very long time to 
generate, so you'll want CO make sure die Save.to.Disk routine 
works before committing your Amiga to tiie job. Do a trial run 
first. Fire up the program (double-click the program icon). You 
will immediately be asked to enter the name under which the 
fractal will be saved. The program will dien start to generate 
your fractal very slowly. You can quit at any time by pressing 
the [F-10] function key. Press it now, just to see if it works. 

Successful test 

The disk drive will make some camching noises while 
saving die screen to disk, From tlie Workbench, you will not be 
able to see the file containing the picture. No icon was gener- 
ated for it. But you can check it by using either DeluxePaint, or 
die LoadlLBxM-SaveACBM program. 

DeluxePaitit 

Put DeluxePaint in <ilQ: and your work disk in dfl:. Fire 
up DeluxePaint 3.S if you wanted to look at a l6-color medium- 
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resolution picture. Next, select ILoad from the pulldown menu, 
choose dfl:, select whatever filename you saved your picture 
under, and then select Load. You will see the messages "Your 
fractal is being generated," and "Press [F-10] to quit." That's the 
screen you just saved to disk. It works! 



Saving in True BASIC 

I assume tliat True BASIC users are more likely to want to 
use GRABBiT, and tliat tlrey are not interested in seeing a lot of 
space devoted to this topic. Again, if there is sufficient reader 
interest, I can certainly do so in a future article. 



LoadlLBM-SaveA CBM 

Fire up the LoadlLBM-SaveACBM program (double-click 
its icon). At the IFF ILBM filespec prompt, enter the name you 
gave your fractal. At die ACBM filespec prompt just press 
[RETURN], entering nothing. The disk will whir and you'll see 
your picture for about 15 seconds before it disappears. If you 
want to view the picture for a longer period of time, you have 
to modify the LoadlLBM-SaveACBM program. Here's what to do: 



1.) 

2.) 

3.) 



4.) 



5.) 



Fire up AmigaBASIC by clicking on its icon, 

In Che OUTPUT uindow, type: LOAD "LoadlLBM-SaveACBM" 

m the OUTPUT window, type: LIST Mcleanup. The LIST 

window appears and the part of the program that you 

have to modify is on the screen. 

Delete the second line, which reads: FOR de = 1 TO 

ZOOOO:NEXT 

Replace it with: WHILE IKKEYS <> CHR$ (138) :HEND 

This Hill cause the picture to remain on the screen until 

you press the [F-10) function key. 

Save the progranl. 



Using GRABBiT 

When the program finishes calculating your fraaal, it will 
remain on the screen so you can save it to disk with the [CTRL]- 
[ALT]-S command {GRABBiTs save command). When you are 
done, press the [F-10] function key. You will be returned to the 
Workbench. 

Other ways to save pictures 

As I said earlier, there are many ways to save pictures. 
The one presented here has the obvious advantage of letting 
you look at your pictures using DeluxePaint. In future articles, 
you will be modifj'ing the colors of your fractals to produce 
your own artistic effects, and DeluxePaint will prove to be an 
excellent tool for doing that. 

But you still might have an empty feeling about all of this 
because you really didn't write the program yourself, but copied 
it from the Extras disk. I feel the same ■w^ay: I prefer to program 
the computer myself. You can always save your pictures using 
AmigaBASIC'S GET and PUT commands. The GET command 
can read graphics information direcdy from the screen, and it is 
not difficult to write a program to save that data to disk. 

This method, although somewhat slower in AmigaBASIC, 
is much easier to understand than saving in IFF format. I wrote 
programs that use this method in both AmigaBASIC and True 
BASIC. However, because of space constraints, I'll have to 
present these in a future article. The method is also described in 
Adva need A migaBASIC. 

Still not satisfied? 

Maybe you want to do it yourself but still want to save 
your pictures in IFF format. You can! I would recommend the 
book AmigaBASIC: Inside and Out by Rugheimer and Spanik 
(Abacus, 1988). With example programs less complicated than 
the SavelLBM supplied by Amiga, it demonstrates how to save 
your files in IFF format. 



TJjis month's example 

This month's example was modeled after a picture in the 
book The Beauty of Fractals by Peitgen and Richter (Springer- 
Veriag, 1986, p. 79). It gives you a chance to compare the 
Amiga's performance against that of a "professional computer." 
Naturally, pictures from die book are more impressive, as they 
were produced using a higher resolution screen and 256 colors. 
Nevertheless, the Amiga does a pretty good job. The example 
demonstrates that you can produce ver^' complex fractals on 
your Amiga, using relatively short programs in BASIC. 

Execution time for this example is considerably longer 
than it is for the examples of previous mondis: 

Approximate Execution Times 



AmigaBASIC 
True BASIC 
A/C BASIC 



36 hours 
24 hours 
15 hours 



Why does it take so long? The reason is that this month's 
example represents a much greater magnification of the 
Mandelbrot set than do any of the previous montlis' examples, 
dius requiring more processing time. 

Futurejractals 

Next time, we will continue towards our goal of under- 
standing how these fractals are produced by seeing exactly how 
to program a computer to translate algebraic equations into 
graphics patterns. 



Listing One: Fractal-AmigaBASIC 



REM " 

REM • 

REM •> 

REM • 

REM • 

REM • 

REM •• 



Sixteen Color Fractal 
by Paul Castonguay 



DEF FNx<K) - INT(llx-xniln)+ctx/2)/dx) 

DEF FHy(y) = 195 - INT 1 1 ly-ymin) +dy/2) /dyl 

xmin = -.9505 

xnaa = -.8825 

ynin = .235 

ymax = .29 

dx - (xmax-xmin) /631 

dy = <ymax-ymin) /I 95 

SCREEN 1, 640, 20D, 4, 2 

WINDOW 2, , (0,01 - (631,1861, 0, 1 

GOSUB Choose. Color. Nurnbers 
GOSUB Use. New. Colors 

Crunch - eOO 

« - 4 

CLS 



^ * Delete next two lines if you're using GRABBi 

LOCATE 23, 20 

IMPUT "Enter name to save fractal "; ILBMnameS 

LOCATE 10, 23 

PRINT ",,. Fractal is being generated ..." 
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THE 




PERSONAL COMPUTER SHOW 

Come See The California Goldrush! 

October 20-22, 1989 

Santa Clara Convention Center 

Santa Clara, CA 

Over 10,000 Attendees and 120 Amiga Companies Will Be There, 
STRIKE IT RICH AT AmiEXPO-CALIFORNIA! 

Admission includes the Exhibition, Seminars, Keynotes & Amiga Artists Theatre! 
120 Amiga Exhibitors Featuring State of the Art Software and Hardware, at the lowest prices! 

Master Classes Available in Amiga Graphics, Video, Programming, Animation, Music and Publishing! 

Seating for Master Classes is limited; call for schedule and availability before registering. 

PRE-REGISTRATION DEADLINE IS OCTOBER 6, 1989 

For Hotel Reservations Call the DoubleTree Hotel at (408) 986-0700. 

Hotel reservations deadline: September 20th. 1989. 

For discounted airfares, call American Airlines at (800) 433-1790 and give them this ID: S-83536. 

REGISTER TOD A Y! 



RfgiM'HtSf'Mai1'-if}^e^^Wn^9^ 



For Your Ticket to The Aniiaa Ev ent! 



('<jr*r*^7^W<B3 



Yes, I want to come to AmiEXPO - California name 



Friday Saturday Sunday 

One day - $15 

Two days - $20 

Three days - $25 



Registration is 
$5 Additional 
At The Door 



COMPANY 
ADDRESS 

CITY 



STATE 



ZIP 



Master Class(es) - List Class and Time - $60 Each 



For MasterCard or VISA Payment 

Expiration Dale 

Account Number 



L 



Total Amount Enclosed 



Name as it appears on card: 
Signature 



Make Check or Money Order Payable to: 

AmiEXPO 211 E. 43rd St., Suite 301 

New York, NY 10017 



Circle IIS on Reader Service card. 



LOCATE 12, 30 

PRINT -Enter [F-IOI to QUIT" 

FOR j=yaio TO VTnaK+ciy/2 STEP dy 
FOR i = xmin TO xinax-t-dx/2 STEP dK 

GOSUB Calculate 

GOSUB Select. Color 

PSET (FNxtil.FNyljO 

IF INKEYS - CHRSUJSJ THEN GOTO Done 
NEXT i 
NEXT j 

WHILE INKEYS <> CKKS113e) 
HEND 

Done: 



Delete next line if you're using GRABBiT 



1 *M**********t*ti*******i<tr*li1ihtit,tititi 

GOSUB Save. To. Disk 

WINDOW CLOSE 2 
SCREEN CLOSE 1 
SYSTEM 

Calculate: 
X = 
y = 
k = 
r = 
WHILE t<"K AMD kKCrunch 

xJc = x*x - y*y + i 

y - 2*x«y • j 

X - xlc 

Ic - it+1 

r - x*K + y»y 
WEND 
RETURN 

Select. Color: 

IF It » Crunch THEN 

coLoa IS 

ELSEIF k>200 THEN 

COLOR 14 
ELSEIF k>130 THEN 

COLOR 13 
ELSEIF X>73 THEN 

COLOR H 
ELSEIF !;>50 THEN 

COLOR 12 
ELSEIF k>44 THEN 

COLOR 11 
ELSEIF k>39 THEN 

COLOR 10 
ELSEIF k>30 THEN 

COLOR 9 
ELSEIF k=3C THEN 

COLOR 8 
ELSEIF k-29 OR k=27 THEN 

COLOR ^ 
ELSEIF k=2B THEN 

COLOR 6 
ELSEIF k=25 OR k=23 OR I(-21 THEN 

COLOR S 
ELSEIF k=26 OH k=24 OR k=22 THEN 

COLOR 4 
ELSEIF k=19 OR k=17 THEN 

COLOR 3 
ELSEIF k-20 THEN 

COLOR 2 
ELSEIF k MOD 2=0 THEN 

COLOR 1 
ELSEIF k MOD 2=1 THEN 

COLOR 
ELSE 

COLOR 
EIJD IF 
RETURN 



Choose. Color. Numbers: 

LOCATE 10,20 

PRINT "... Please wait while I adjust colors 



Reg . . Red 
Reg. 0. Greets 
Reg. .Blue 
Reg . 1 . Red 
Reg. 1. Green 
Reg. 1 .Blue 
Reg. 2. Red 
Reg. 2 .Green 
Reg. 2. Blue 
Reg-3-Red 
Reg. 3. Green " 6 
Reg, 3. Blue - 7 



Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg 

Reg. 

Reg. 

Reg. 

Reg. 

Reg. 

Reg, 

Reg. 

Reg. 

Reg. 

Reg. 

Reg. 

Reg. 



Reg. 

Reg, 

Reg. 

RETURN 



.4. Red 
.4. Green = 
. 4 . Blue « 
. 5 , Red = 
,5, Green = 
.5. Blue = 
.6. Red 
.6. Green = 
.6. Blue . 
.7. Red 
7, Green = 
7. Blue = 
e . Red 
S.Green = 
a. Blue " 
9. Red 
S.Green » 
9. Blue - 
10. Red 
10. Green 
10. Blue 
11. Red 
II. Green 
11. Blue 
12. Red 
12. Green 
12. Blue 
13, Red 
13. Green 
13. Blue 
14, Red 
14, Green 
14. Blue 
15. Red 
IS. Green 
IS. Blue 



€ 

9 



8 

S 

Q 

14 

14 

8 

13 

13 

13 

12 

14 

15 





15 

1 



15 

14 











Use. New. Colo: 
PALETTE 0, 
PALETTE 1, 
PALETTE 2, 
PALETTE 3, 
PALETTE 4, 
PALETTE 5, 
P.ALSTTE i, 
PALETTE 7, 
PALETTE a, 
PALETTE 9, 
PALETTE 10, 
PALETTE 11, 



PALETTE 12 



PALETTE 
PALETTE 
PALETTE 
RETURN 



REM 
REM 
REM 



Reg.O 

Reg.l 

Reg. 2 

Reg. 3 

Reg. 4 

Reg. 5 

Reg. 6 

Reg, 7 

Reg -8 

Reg, 9 

Reg, 

Reg. 

Reg. 

Reg. 

Reg- 

Reg, 



.Red/16, 
.Red/1€, 
.RBd/16, 
.Red/16, 
.Red/16, 
.Red/16, 
..Red/16, 
.Reti/16, 
,R6ti/16, 
, RBd/16, 
10, Red/1 
11. Red/1 
l2,Recl/I 
13. Red/1 
14.Red/l 
15. Red/1 



Reg.O 
Reg.l 
Reg. 2 
.Reg. 3 
Keg. 4 
Reg. 5 
Reg. 6 
Reg, 7 
Reg,B 
Reg, 9 
5, Reg 
5, Reg 
Reg 
Reg 
Reg 
Reg 



Green/16, 
Green/16, 
GreBn/16, 
Green/16, 
Green/16, 
Green/16, 
Green/16, 
Green/ie, 
Green/16, 
Green/16, 
10, Green/ 
11. Green/ 
12, Green/ 
13. Green/ 
14 .Green/ 
15. Green/ 



Reg . . B 
Reg . 1 . 3 
Reg . 2 . B 
Reg. 3 
Reg . 4 . B 
Reg . 5 . B 
Reg . 6 . B 
Reg . 7 . 3 
Reg . a . B 
Reg . 9 . B 
16, Reg 
16, Reg 
Reg 
Reg 
Reg 
Reg 



lue/lS 

lue/16 

lue/15 

lue/lS 

lue/15 

lue/lS 

lue/15 

lue/lS. 

lue/lS 

lue/16 
.10. Blue/16 
.ll.Blue/J6 
.12. Blue/16 
.13. Blue/16 
.n.aiue/16 
.15.aiue/lS 



delete from here to end if you are using GRABBiT 



Save. To. Disk: 

ccrtDir* = 
ccrtstact% = 
ccrtEnd% ^ 
ccrtSecsi = 
ccrtMicsfi = 

DIM bPlaneS IS), cTabSave* 132) 

DECLARE FUNCTION xOpeni LIBRARY 
DECLARE FUNCTION xReadI LIBRARY 
DECLARE FUNCTION HHrites LIBRARY 
DECLARE FUNCTION AllooMenil I ) LIBRARY 

LIBRARY 'dos. library" 
LIBRARY -exec, library" 
LIBRARY -graphics, library" 

GOSUB SavsILBM 
RETURN 

***************************************************************** 
" Add EKtras:Dem03/SaveILaH to end of listing " 

* using MERGE co.-n.T,3nd fro.t AmigaBASIC * 

* OUTPUT window (see text) * 
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Listing Two: Fractal_TB 



Sixteen Color FcACtal 

written tor AMAZIKG COMPUTIHG 

by Paul Castonguay 

December 2, 1989 



set mode -HlGHie" 

let Jimin - --9505 

let xm&x = -, S325 

let ymin = .235 

let ymax = .29 

let dx *= (xirsax-smin) /639 

let dy ■ (ymax-ymin) /199 

call Choo3e_ColDr_Nuinbers 
call Use_New_Color3 

set window Kmin^ xmaK, ynin, yraax 

let Crunch = 6D0 
let M - 4 

set cursor 10,23 

print "... Fractal is being generated 

for j"yniin to y3i,ax+dy/2 step dy 

for i=xi3i.n to xxaK+dJ!/2 step dx. 
call Calculate 
call Select_Color 
plot psints: i, i 
next t 
next j 



! Wait for operator to press fiir.ction key [F-lO] 
call 'Wait_Hesponse 



sub 


Calculare 
let x-0 
let y^D 
let k=0 
let xk-0 
let r=0 










do while (r<M and lc<Crunch) 




let x'x - 


x"x 


- y"y 


+i 




let y - 2*x*y + j 






let X - xk 








let ■< . Kti 








let r - x'x 


f y-y 






loop 








end 


sub 








sub 


Select_Color 

select case 
case 


8G0 










sec 


color 


15 




ease 


201 


to 7S£ 








set 


color 


14 




case 


131 


CO 2CC 








set 


color 


13 




cage 


74 


to 130 








sec 


color 


14 




case 


51 


to 73 








set 


color 


12 




case 


45 


to 50 








set 


color 


11 




case 


40 


to 44 








set 


color 


10 




case 


31 to 39 








set 


color 


3 




case 


30 










sec 


color 


8 




case 


29, 


2? 








set 


color 


7 




case 


28 










set 


color 


6 




case 


25, 


23, 21 








set 


color 


5 




case 


26, 


24, 21 








set 


color 


< 




case 


19, 


17 








set 


color 


3 




case 


20 







Set color 2 

case 18, 16, 14. 

set color 1 

case 15, 13, II, 

set color 
etiC select 



sub ChoD5e_Color_^umber3 



12, 10, a, 6, 4, 2, 



9, "?. 5, 



let Reg_0_Red 


- 2 


let Reg O^Green 


- 


let Reg_0_siue 


- 4 


let Reg_l_Red 


- 5 


let Re9_;_Green 


=. 7 


let Reg^l_Blue 


» 3 


let Re9_2_Red 


- 3 


let Re9_2_GreGn 


- S 


let Keg_2_Bl-ue 


- 


let Re9_3_Red 


■ 4 


let RGg_3_Green 


- 6 


let Reg~3_Blue 


= 7 


leC Reg_4_Red 


= 


let Reg_4_Green 


= 2 


let Reg_4_Blue 


- 5 


let Reg_5_Re!l 


- 6 


let Reg_5_Green 


- 6 


let Reg_S_Blue 


- S 


let Reg_6_Red 


- 3 


let Reg_6_Green 


- 9 


let Reg_6_Blue 


- 


let Reg_7_Red 


= 7 


let Reg_7_Green 


- 6 


let Reg_7_Blue 


- 9 


let Re9_a_RBd 


- 


let Rcg_8_Green 


- 8 


lee Reg_S_Blue 


- 5 


let Reg_9_Re<l 


- 


let Reg^S^Green 


= 14 


let Reg_9_Elue 


= 14 


let Reg_10_Recl 


- 9 


let Re5_lO_Greeil 


- 13 


let Reg 10_B1ub 


- 13 


let Reg_ll_Red 


- 13 


let Reg_ll_Green 


- 12 


let Reg_ll_Blue 


■ 14 


let Reg_12_Red 


- 15 


let Reg_12_Green 


- 


let Reg 12 Blue 


- 


let Reg_13_Red 


- 15 


let Reg_L3_Green 


- 1 


let Reg 13 Blue 


- 


let Reg'l4~Rod 


- IS 


let Reg_14_Green 


- 14 


let Reg_I4_Slue 


- 


let Reg^lS_Red 


- 


let Reg_15_Green 


- 


lee Res_15_Blue 


= 


end sub 





sub Use_ 


_Hew_Color3 










set 


color 


xix 


(01 


Reg_0_Red/16, 


Reg_0_Green/lS, 


Reg_0_Blue/l€ 


set 


color 


[Six 


(11 


Reg I Red/16, 


Reg^l_GreBn/:5, 


Reg"l slue/ 16 


sec 


color 


.T.ix 


(2) 


Reg 2 Red/: 6, 


Reg_2_Green/16, 


Reg_2_31ue/16 


set 


color 


nix 




Reg 3 Hed/16, 


Reg_3_Green/15, 


Reg_3_31ue/16 


set 


color 


n\ix 




Reg 4~Red/16, 


Reg_^4 Green/lS, 


Reg_4_31ue/lfi 


SBC 


color 


mix 




Reg 5 Red/16, 


Reg_5_Green/16, 


Reg3^5~31ue/16 


sec 


color 


Rlix 




Reg_6_Red/16, 


Reg_S_Green/i6, 


Reg i Blue/ 16 


set 


color 


six 




Reg_7_Red/!6, 


Reg_7_Green/16, 


Reg 7_3:ue/16 


sec 


color 


T.i;{ 




Reg 8 Red/ 16, 


Reg^6_Green/16, 


Reg 8"Blue/16 


set 


color 


aix 




Seg_9_Red/16, 


Re3"9 Green/16, 


Reg~9 3iue/16 


set 


color 


T.iX 


(10 


Reg 10 Red/16, Reg 10 Green/ 


16, Reg 10 3ii;e/16 


sec 


color 


T.ix 


(11 


Reg~ll Red/16, Reg 11 Green/16, Reg 11 31ue/16 


set 


color 


n;lx 


(12 


Reg 12 Red/16, Reg 12 Green/16, Reg 12 Blue/16 


set 


color 


mix 


(13 


Reg~13_Red/16, Reg_;3_areen/16, Re9_13_Slue/16 


set 


color 


mix 


(14 


Reg_14_Red/16, Re9_14_Green/16, R6g_14_31ue/lS 


set 


color 


mix 


(15 


Reg"l5"Red/16, Reg_15_areen/16, Reg35_Blue/16 


end sub 














sub Halt Response 










do 
















if ki^ input then 








gee key It 










it k-324 then exic do 








end if 










loop 














clear 












set cursor 


10,17 








print *... 


Press left r-ouse button to clear screen ,,," 


end sub 















•AC* 
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Amazing Programming 



Multi-Forth 



A Designer Language Explored 



by Lonme Watson 

Before I delve too deeply into this article, perhaps I 
should state that the code samples included with this article are 
written in Creative Solutions Multi-Forth programming environ- 
ment. I selected Multi-Forth because, at the time, it was the only 
Fortli development package available for the Amiga. There were 
a few shareware releases of Forth compilers around, but 
nothing compared with Muki-Forth's abilities and features. 

I have since tried every Forth compiler on the market, but 
I have always returned to Multi-Fortli as my main compiler. 
However, because most Fortlis adhere to some standards, it is 
not all that difficult to convert these code samples to work with 
the other Forth compilers available. 

Forth is considered a designer language — it is amazingly 
flexible, allowing all manner of approaches to a problem. With 
this flexibility comes a certain lack of standardization tliat makes 
the language a bit difficult for a novice. Part of that difficulty 
stems from the fact that, by and large, die programming 
community has skipped over Forth in favor of tlie other more 
widely accepted languages, such as C and Modula-2. 

However, anyone who has effectively programmed in 
Forth will attest to tlie insiders' view; it is perhaps tlie most 
natural of all programming languages. Combining the best of all 
programming worlds. Forth allows the programmer to concen- 
trate on the real problem at hand ratlier than struggling with the 
operating system they may be surrounded by. 

In the Amiga environment, Forth is especially powerful. In 
my case, Forth has allowed me to perform programming feats 
with my Amiga that I never found possible in other languages. 
One problem I have encountered while dealing with Forth is 
the lack of code samples that perform mundane functions that 
are perhaps STANDARD macros on other languages, such as 
already-defined structures that implement such system-depend- 
ent data types as Windows and Screens. Even the interfaces 
with Amiga-specific functions in ROM or on disk are left to the 
programmer to implement. This type of side-tracking often stalls 
a programmer, resulting in a graveyard of unfinished business. 

In this series of articles, I will attempt to show ways of 
dealing with some of these problems. First, we will take a look 
at how to implement an interface to the much-Calked-about ARP 
library. 

What? No ARP? 

What's that you say — you don't have the -ARP library? 
Where have you been for the past year or two? ARP is a library 
of routines designed to replace the DOS librarj' built into 
Kickstart . This DOS library, on disk for AlOOO owners and in 
ROM for A500 and A2O0O/250O owners, has several quirks that 
make it difficult to work with on a very low level. The ARP 



library actively replaces most, if not all, of the functions that the 
DOS library has built in, while supplying some nice extras. Two 
of my favorites are the ARP FileRequest routine and the ARP 
SuingCompare routine (with full pattern matching). These 
fijnctions go a long way in preventing that damaging side- 
tracking that often kills program development. 

In order for tliese sections of code to work, you will need 
the ARP library in your LIBS: directory. If you don't have ARI', 
you can get it from most local BBS's or on Fred Fish disk *I23. 

As with most tasks on the Amiga, interfacing with a library 
from Forth requires a certain number of predefinitions and other 
housekeeping. Forth allows easy manipulation of libraries, and 
even automatically closes all libraries that are left open at the 
exit of your program. We will define a word that will open the 
ARI' library and place it as library 16 in the Multi-Forth system. 
First, we will define some constants that will clarify the library- 
opening process. 



CONSTANT ARPLIBREVNtJMBER 
16 CONSTANT ARP-rORTHLIB 
256 CONSTANT ARPBUFHAX 



\ rev necessary 

\ actual lib S in forth 
\ MAX length of names 



\ The following word will open the ARP library provided it is in 
\ the LIBS: directory and place it as lib i 16 in the Multi- 
Forth 
\ system: 

: OPEN_ARP ( - ) \ ARP opened as lib 16 or abort if unable 
0" arp. library" arplibrevnumber arp-forthlib open. lib 
not if abort then ; 

\ note the case of the zero delimited string. This must match cr 
\ the open. lib word will be unable to find the library. This is 
\ in stark contrast with the rest of the system where generally 
\ case is of little consequence. 

Being a library of routines, ARP has certain requirements 
that differ depending on what routines you want to use. The 
first library call we will examine will be the FUeRequest routine 
built into the Library'. As with most Amiga Library ftinctions, tlie 
ARP FileRequest function requires a staicture definition from 
which it obtains die necessary data to function. The ARP 
FileRequest structure, as it is implemented in Forth, .looks like 
this: 



STRUCTURE ABPFILEREQUEST 



LONG: 


+ARPGREETMSG 


LONG: 


+ARPFILEBUF 


LONG: 


+ARPDIRECTORY 


LOMG: 


+ARPWINDOW 


BYTE: 


+AEPFUNCFLAGS 


BYTE: 


+ARPRESERVED1 



( ptr to titletext 1 
( ptr to filename buffer ) 
( ptr to DIRnsme buffer ) 
( ptr to screen for ) 

( arp window. NULL = WB ) 
( see below for meanings 1 
( padcind for alignnent ) 

I set CO NULL ) 
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LONG: +ARPFUHCTION 
LONG: +ARPRESERVED 
STRUCTURE. END 



( ptr to call for wildcards ) 
( rsvd lor future upgrades ) 



\ Bit meanings for the +ARPFUNCFLAGS function 



\ BIT* 

\ 

\ 

\ 1 
2 
3 
4 
5 
6 
7 



MEANING 
List function. Not implemented prior to ver 34 

of the library, 
user gadgets enable bit 
added gadgets enable bit 

allows modification of new window structure 
new IDCMP only if +ARPWINDOW is NULL 
Set this bit for different color scheme 
Pass IDCMP messages not intended for file request 
Do wildfunction flag ??? 



Now that the structure is defined, we need to create an 
actual instance of that structure in memory. All we have done so 
far is create the template from which we will obtain the various 
fields in the structure once we have the structure created. In 
Multi-Forth, creating an actual instance of a stnicture such as 
this one is very easy: 

STRUCT ARP^ILEREQUEST ARPFILSREQUESTl STRUCTEND 

Here we have created an actual instance of an ARPFILERE- 
QUEST stnicture and named it ARPFILEREQUESTl. When die 
word ARPFILEREQUESTl is encountered either in the input 
stream or in a definition, the address of the structure's first byte 
will be left on the Forth parameter stack. Notice that the 
structure contains a number of pointers to buffers where data 
will be placed. These buffers must be allocated and can be 
preset with default parameters that will show up in the actual 
file request window. Parameters like the default Path name and 
the default filename can be selected this way. The buffers can 
be defined as such: 



V.iiRIABLE 
VARIABLE 



ARFFILEBUFl 
ARPOIRBUFl 



ARPBUFHAX ALLOT 
ARPBUFHAX ALLOT 



Now, a word diat will initialize the FileRequest structure 
and place pointers to llie buffers in the structure: 

: INIT_ARPFILEREQUEST { - ) 

ARPFILEREQUESTl ARPFILEREQUEST FILL 

ARPFILEBUFl ASP5UFMAX FILL 

ARPDIRBUFl ARPBUFMAX FILL 

\use this code line if you have a custom screen open and want 

\the file request to show up on your screen. Otherwise it will 

\appear on the Workbench screen: 

\ CURRENTSCREEN S ARPFILEREQUESTl +ARPWINDOW ! 

ARPFILEBUFl ARPFILEREQUESTl +ARPFILEBUF 1 

ARPDIRBUFl ARPFILEREQUESTl +ARPDIRECTORY i 

0" SAMPLE TITLE TEXT " ARPFILEREOUESTl +ARPGREETMSG ! ; 

Now that this is defined, all we need to do is crease a 
word that wUl actually call the ARP library FileRequest function 
with the initialize structure as a parameter. This word will also 
have to handle the return value that the FileRequest function 
passes back to the program, and take action. For die dme being, 
our definition will only respond to die return of a NULL. If you 
receive a NULL from die FileRequest function, you have selected 
±ie cancel gadget. The definition of the calling word looks like 
this: 



By using the 255 and phrase at the end of the definition, 
we have masked off the upper 24 bits of the long word that is 
placed on the stack from the CPU register DO after die library 
call. Since Multi-Fordi only allows pulling long words from reg- 
isters, we need to mask off the unwanted bits to make sure we 
have die right number as a return value. 

Now we are ready to use diese words to actually get a 
FileRequest on the screen. A sample invocation might look like 
this: 

: DOIT 

open_arp 

init_arpfilerequest 

do_arp_filerequest 

The previous example demonstrated die use of the ARI^ 
FileRequest function. By u.sing this function, users can quickly 
implement a fast and efficient FileRequest routine into their own 
programs. Program development can then proceed in a timely 
fasliion, since the programmer can concentrate on what is 
important in the code, not on such a tri\'ial section of code as a 
File Requester. 

The next ARP function that we will look at is actually a 
small set of functions designed to perform one task — to perform 
string compares 'nidi full pattern matching. Pattern matching 
allows for the use of wildcards in string compares. Often in a 
program, a need arises to compare two zero-delimited strings of 
characters. In database programs, for example, string compari- 
sons occur all die time, especially when the user is searching 
through a database for a particular set of data. 

Pattern matching allows even greater power and flexibility 
when the user performs searches. For example, say the user 
wants to find someone on dieir mailing list, but does not know 
the complete first or last name. All the user knows is that the 
person's last name begins with the letters ABER. Using pattern 
matching, the user would key in ABER* and the string search 
routines in the program would find all the people who had 
ABER as the first four letters of dieir name. Such a search would 
bring up names such as ABERCROMBIE, ABERLONLAN, and 
ABERNONE. This sort of searching is often difficult and time- 
consuming to program, so why bother? The ARP libran' has 
these functions built right in. 

The implementation of the string compare with pattern 
matching is actually distributed among several routines. The first 
routine compares two strings and returns values based on that 
comparison; diere is no pattern matching going on here. The 
string compare word is implemented as follows: 

: DO_AHP_STRCM? ( OSa OJb - a<b -l,a=b 0,a>b 1 ) 

\ addr of two zero delimited string$ left on the stack 

\ returns if strings are equal. Case ignored 

\ returns -1 if string 1 is less than string 2. Case ignored 

\ returns 1 if string I is greater than string 2. Case ignored 

lal !aO call. lib 16 43 8d0 ; 

Using this word is fairly straightforward. All that is 
required is that the ARP Library must be open already as library 
l6 C the open_arp word from above is called first). Once the 
ARP Library- is open, the string compare word can be invoked 
like so: 



: DO_ARP_FILEREQUEST { - flags ) 
ARPFILEREQUESTl !aO call, lib 16 49 SdO 255 and ; 



\typed in directly at the Forth console 
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HardWi 



A-Max Mac Emulator 
Air Floppy Drive (!nt/Exl) 
California Access Drive 
Digi-View Gold 
Dual Serial Port Board 
Flash Card 

GVP "030 W/4MB & 68882 
Hard frame DMA SCSI 
Phoenix Exp. Chassis \V/P\vr 
Supra 2400 Modem 
Genlocks 



icroMiga 



Phone: (619) 670-3161 
DDcS: (619) 670-1095 
TAX: (619) 660-8097 

Mail: P.O. Boa 2104 
La Mesa, CA 92044 



S128 

SI28/!|il 

SI 49 

S135 

$234 

$187 

S2,500 

5250 

$211 

$135 

SCall 
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SoJlwam: 

Datastonn $26 

Digi-Paint III $67 

Lords/Rising Sun $33 

MusicX $175 

Paeestream $129 

Pen Pal $88 

RawCopy V 1 .3 $39 

Sculpl/Anirn. 4D $402 

Vortex $26 

Populous $35 

And a ton more! 



At MicroMlga, our customer and 
their Amiga are Number One. We 
carry a full line of Amiga Products 
from Hard Drives to Genlocks and 
Games to Business Software all 
discounted well below retail! We 
also support our customers witfi a 
simple return policy and friendly 
sales people who know the Amiga. 



Call Or Write For A Free Catalog Of Over 1 100 Amiga Products! 

Visa 8c Master Card At No Addition al Charge! 

circle 162 on Reader Service card. 



0" Hi" 0" 3y" DO_ARE_STRCKP . <:return> 
\will princ a 1 on the screen. 

The user can play with this word by supplying his own 
zero quote strings and calling the String Compare word direcdy 
from the keyboard. In doing so, it is easy to imagine various 
ways to use this little gem. 

But, I can hear you out there yelling, "HEY! What about 
pattern matching?! Why would he make me read all that 
verbiage about pattern matching?!" Well, hang on one moment 
because here's the pattern-matching code. 

As stated earlier, the pattern-matching code is separated 
into two different routines. The first routine takes a zero- 
delimited string containing die wildcard pattern to be searched 
for, and converts it to a tokenized partial ASCII zero-delimited 
string which die subsequent pattern match routine can use to 
search for a regular string (zero-delimited, of course ). Stated 
another way, the Preparse funcdon is the food processor for the 
pattern, and the patiemmatch is die consumer of the processed 
pattern. 

\ first we will define a buffer that will get out pattern 

\ar;d that our preparse routine will deposit Che parsed pattern 

\back ir.to. 

VARIABLE ARPPftRSEDBUrl ARPBOFKAX ALLOT 

\nexc we will implement the actual preparse word. 

: EO_AS?_PREPARSE I OS.^iDDR to be parsed - true if wild four.d 1 



\the routine will place its parsed result in the string 
\arpparsedbufl after It clears the buffer with zeros 
arpparsedbuf 1 arpbufmax fill 
arpparsedb-jfl lal I aO call. lib 16 93 SdO ; 

Now we will define the actual pattern match word. This 
word will take a zero-delimited string whose address is on the 
stack, and use the assumed preparsed string in arpparsedbufl as 
a ke\- of what to look for. The result will be true if there is a 
match and false otherwise: 

: CO_A.RP_PATTERNMATC.H ( OSaddr to look at - true or false ) 
arpparsedbufl !aO lal call. lib 16 72 SdO ; 

Using these functions is as easy as passing the wildcard 
diat you want to look for to die DO_ARP_PREPAESE function, 
then passing die string to be searched to die 
DO_AIlP_FATTERNMATCH function. Note that die 
DO_.'UlP_PREPARSE function returns a true if there was actually 
a wildcard in the parsed string. If die funcdon returns a false, 
±en there was no wildcard in the parsed string, and the 
software can then use the false value to trigger the regular string 
compare function, which is faster. 

That's all there is to it. Imagine the effort sa\'ed by not 
having to create code to perform these functions. There is a 
whole host of other goodies in the ARP Library' which can save 
you many hours of typing at the keyboard. We will look at 
diese functions at anodier time. 

•AC* 
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/\ Requesters in AmigaBASIC 



by John R. Wiederhim 

Up to now, the articles in this series have covered 
programming using AutoRequesters and Alerts from within 
BASIC. While the information they contain is applicable to 
certain situations, there may be times when we'll want to do 
something as simple as putting up a message with an "O.K." 
button. To do this with an AutoRequester, you would have to 
give the message, give bodi buttons the same text, wait for a 
response, and ignore which button the user actually clicked on. 
While it could be done with an Alert, such an approach would 
be highly impractical. 

If you wanted to offer the user more tlian tw^o choices, 
neither of the previous methods would do. Ordinarily, that 
would have meant having to go back to doing your own 
requesters from BASIC. Not anymore. The routines in this article 
will allow you to set up a requester with as many or as few 
selections as you need, as well as give you much greater 
flexibility in the appearance of the Requester and its buttons. 

The general dieme of the previous articles has been how 
to use system functions to allow BASIC programs to do things 
which would normally fall exclusively within die realm of C and 
otlier developer-oriented languages. This article continues that 
theme. 

To generate and get the response to the requesters, a 
small assembly language subroutine is read in and called by 
BASIC. This routine provides a "courier" sen'ice between 
Intuition and BASIC. You will not need an assembler or any 
other special tools to enter the routine, but you will need to 
type in a couple of lines of BASIC data statements which 
contain the assembled code that BASIC reads in and calls. 

BASIC has tremendous flexibility in controlling the system, 
but it does lack a facility to easily receive the messages from 
Intuition. Those messages are used to indicate when Gadgets — 
buttons, in your case — have been pressed, and when other 
system events — above and beyond mouse movements and 
menu selections — have occurred. 

like those in the previous articles, the routines used in 
this program are designed to be "snipped out" and used in your 
own programs. Just enter the listing, save it, and then mn it 
once or twice. The routines are fully explained below, as are 
methods on how to use tliem in your own programs. Before I 
can explain exactly what's going on in the program, however, 
we'll need to understand a number of new system structures 
tliat are necessary to make working requesters. If you are 
already comfortable working with Gadget, Border, NewWindow 
and Requester structures, feel free to skip ahead. For the rest of 
you, let's get to it. 

The Supporting Characters 

I'm going to assume that you have some familiarity with 
the topics covered in tlie previous articles, so I will not repeat 



explanations of the IntuiText structure or the memory manage- 
ment system routines (AiloclMem, FreeMem, and CopyMem). 
There is a whole new set of system stmctures that are used 
along with IntuiTexts to create requesters, and some rules that 
go with setting up each one. 

First, let's start with the most basic structure after tlie 
InmiText: the Border structure. The system uses Borders to 
create borders around gadgets, requesters, and other Intuition 
objects. Each Border structure describes a continuous set of line 
segments in a single color. To generate a blue and orange 
oudine around a space, you would need two linked Border 
structures. This article is only going to deal with single-color 
borders, so the linking will be left for some odier time. The C 
language definition of a border is as follows: 

struct Border { 

short LeftEdge, TopEdge; 

BYTEFrontPen, BackPen; 

BYTEDrawMode,- 

BYTE Count ; 

short »XY; 

struct Border *NextBorder; ) ; 

Since the Amiga was designed for C programs to use the 
Intuition routines easily, the system uses structures quite a bit. 
For BASIC programmers, however, there is no real equivalent. 
As before, the easiest way to work around this problem is to 
allocate the proper amount of memory using AllocMem, and 
then poke tlie data for each field into memory, creating a 
"virtual" stmcture which the system can use. To do so, you need 
the offsets and type of each field in the structure. In the future, 
these will follow each structure's C definition. Here are the 
offsets and t>'pes for tiie border's fields (more on what they 
mean coming up): 



Field 


Offset 


^ype 


LeftEdge 


+ 


short integer 


TopEdge 


+2 


short integer 


FrontPen 


+ 4 


byte (0-255 int) 


BackPen 


+ 5 


byte 


DrawMode 


+ 5 


byte 


Count 


+7 


byte 


XY 


+ 8 


pointer (long inti 


KaxtBorder 


+ 12 


pointer 



LeftEdge and TopEdge will be set to -1 for your purposes, 
telling Intuition to use the default settings (usually 0). However, 
diey still refer to die X and Y coordinates for the origin of the 
XY pairs, relative to the Intuition object of which tlie border is a 
part. JVlore on that in a second. 

The FrontPen and BackPen fields select which of the color 
registers (0-3) will be used to draw the border and its back- 
ground. The color set in BackPen shows only for dotted lines, 
and since solid lines have no background, you will set the color 
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to for your uses. DrawMode serves the same purpose here as 
it does in an IntuiText. You wiU use JAMl mode for all borders 
and IntuiTexts, but that doesn't mean you couldn't use others. 

Count and XY seri'e special purposes. Count is the 
number of XY pairs that form the border. For a rectangular 
border, count is set to 5. XY is a pointer (long integer address) 
to a series of pairs of short integers (first X, then Y) which are 
the comers of the border lines. The line you are describing will 
be continuous, so the last pair is die same as the first. For 
example, a border box at (0,0) that was 100 pixels wide and 30 
pixels high would have a Count of 5, and 'XY would point at 10 
short integers (each two bytes long) with the following values: 

0, 0, 100, 0, 100, 30, 0, 30, 0, 

These values describe the four comers of the box, and ensure 
diat it's a closed rectangle. Incidentally, the values for each X 
and Y coordinate are relative to the LeftEdge and TopEdge 
values of the Border structure, which are in turn relative to the 
LeftEdge and TopEdge of the Gadget or Requester structure of 
w^hich ttie Border structure is a part. To clear it up a little, 
suppose a Requester was set with a LeftEdge and TopEdge of 
(0,0). The Border structure for the requester would have a 
LeftEdge and TopEdge of 5 (5,5), and the first XY pair would be 
3,3. The actual location on the screen would be 

(0 + 5+3), (0+5 + 3), or (3,8). 

Last, and for you, least important of tlie Border fields, the 
NextBorder field is a pointer to the address of the next Border 
structure in a list, and is used to create the "linked" muiti-color 
borders discussed above. Just set it to NULL (0& in BASIC). 

The next structure used to create requesters is the Gadget 
structure. It contains the definition of a "button" in the re- 
quester, including links to IntuiTexts (which hold the text of the 
button) and borders (for the oudine of the button). The C 
defmition and offset table for a Gadget structure are as follows: 



struct 


Gadget 


C 




struct 


Gadget 


'NextGadgetf 




short 


LeftEdge 


, TopEdge; 




short 


width. Height; 




short 


Flags; 






short 


Activati 


on; 




short 


GadgetType; 




APTR 


GadgetRe 


nder; 




APTR 


SelectRender; 




struct 


IntuiText •GadgetTe.xt; 




long 


MufjalExclude; 




fiPTR 


Speciallnfo; 




short 


GadgetID 


; 




WTR 


UserData 


; 1; 




Field 


Offset 


Type 




NextGadget +Q 


pointer (long int 


address) 


LeftEdge +4 


short int 




TopEdge 


+ 6 


short int 




Width 


+8 


short int 




Height 


+ 10 


short int 




Flags 


+12 


short int 




Activation +14 


short int 




GadgetType +16 


short int 




GadgatRender +13 


pointer 




SelectRender +22 


pointer 




GadgetText +2 6 


pointer 





MutualExclude+30 long int 

Speciallnfo +34 pointer 

GadgetID +38 short int 

UserData +40 pointer 



The fields of the Gadget structure afford tremendous 
flexibility in the design of the "buttons" for a requester. Much of 
diat flexibility, however, is beyond the scope of this anicle. You 
need to concern yourself orjly witli the values and settings 
which are used to construa a simple button consisting of text 
within a border. If you're inquisitive, you can consult eidier the 
Amiga Intuition Manual or one of the many other books and 
articles which cover the possibilities available using gadget 
construction. 

The first field is NextGadget, which is a pointer to another 
Gadget structure and is used to link lists of gadgets within 
windows, requesters, etc. When you create each gadget you set 
that field to 0&. Anotlier section of die program will 'link" die 
various gadgets to form the list. All that will be covered under 
the description of the program. 

Next, you have the usual LeftEdge and TopEdge fields. 
These locate tlie upper-left comer of the gadget relative to the 
window or requester in which it is located, as discussed above 
in the border explanation. Remember, the Border structure's 
LeftEdge and TopEdge are relative to diese figures, which in 
turn are relative to die LeftEdge and TopEdge of the requester. 

Width and Height describe die "hot" region of the gadget, 
where clicking the mouse will select that gadget — and, for you, 
return a selection message. 

Flags contains the Intuition code that selects how the 
gadget is highlighted when selected. You will set this to die 
value for GADGHCOMP (0), which tells Intuition to highlight 
the gadget by "complementing" the hot region. In other words, 
since your gadgets use black lines and text on a white back- 
ground (under standard Workbench colors), highlighting is 
achieved by showing white lines and text on a black back- 
ground. 

The Activation value controls which message is sent by 
Intuition when the gadget is selected. You set this so that the 
assembly language subroutine receives a message as soon as the 
Gadget is "clicked"; this is the GADGIMMEDL^TE setting (2). As 
soon as tlie Gadget is selected. Intuition sends a GADGET- 
DOWN message to the window in which the gadget is located, 
telling it that a gadget was selected, and which one it was (via 
GadgetID). 

GadgetType tells Intuition exacdy what kind of gadget this 
structure is — information which affects Intuidon's handling it. 
Your gadgets are all simple push-buttons and are located within 
requesters. Thus, you will use the value found by boolean 
OR'ing tlie settings for REQGADGET (which tells Intuition tliat 
the gadget is in a requester) and BOOLGADGET (which tells 
Intuition that die gadget is a push-button): 409" (&hl000 OR 
&I1OOOI). 

GadgetRender and SelectRender control what Intuition 
displays for the gadget in its non-seiected and selected states. If 
you were using a bitmapped gadget, they would point to 
structures for the appropriate bitmaps. Since you are not, and 
have set a "preset" way of showing selection (GADGHCOMP), 
set SelectRender to 0&. The GadgetRender field serves another 
purpose besides pointing to a bitmap image; it can point to a 
Border structure when a non-image gadget is being used — as it 
is in this case. By setting GadgetRender to point at a Border 
structure for each button, a much more attractive button is 
drawn (radier tlian text floating in space). 

Speaking of text, the GadgetText field points to the 
IntuiText structure that defines the text for each button. This is 
the same IntuiText structure you may have come to know in tlie 
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previous articles. Within die scope of this article, you wil! sec 
the MutualExclude, Speciallnfo, and UserData fields to 0& in 
your gadget definitions, as your buttons do not need them. 
Again, for more information on the different settings of gadget 
fields, consult an article or book which covers Intuition pro- 
gramming. 

The only field left to cover is the GadgetID field, and it is 
an important one. This short integer is the code Intuition sends 
(indirectly) to the Window containing the gadget, in order to 
indicate which gadget was responsible for the GADGETDOWN 
message. It doesn't directly send die GadgetID as part of die 
message (called an InmiMessage), but instead sends a pointer to 
die Gadget structure of the bunon selected. The assembly 
language routine then grabs the GadgetID of that structure and 
returns that value to die BASIC program. GadgecIDs must be 
unique to each Gadget stnicture, unless you don't really want to 
know which one was selected. 1 have run across a case or two 
where you wouldn't, but "nice" gadgets should have unique 
GadgetID numbers. 

The next system structure of concern is the Requester 
structure. This structure contains the definition of the area in 
which all die buttons appear and connects to the linked list of 
gadgets to appear inside die requester. Here are its C definition 
and offset values: 



struct 


Requester { 


struct 


Requester *01derRequest 


short 


LeftEdge 


, TopEdge, - 


short 


Width, 


Height,- 


short 


RelLeft, 


RelTop; 


struct 


Gadget 


* ReqGadget; 


struct 


Border 


*ReqBorder; 


struct 


IntuiTex 


t *ReqText,- 


short 


Flags; 




BYTE 


BackFill 


; 


struct 


Layer 


*ReqLayer; 


BYTE 


ReqPadl [32] ; 


Struct 


BitMap 


* ImageBMap; 


struct 


Window 


*RKindOw,- 


BYTE 


ReqPad2[36]; ) ; 


Field 


Offset Type 


OlderRequesc +0 


pointer 


LeftEdge 


+ 4 


short int 


TopEdge 


+ 6 


short int 


Width 


+ 8 


short int 


Height 


+ 10 


short Int 


RelLeft 


+ 12 


short int 


RelTop 


+ 14 


short int 


ReqGadget +16 


pointer 


ReqBorder +20 


pointer 


ReqText 


+ 24 


pointer 


Flags 


+ 28 


short int 


BackFill 


+ 30 


byte 


ReqLayei 


+ 32 


pointer 


ReqPadl[321 +36 


byte array 


ImageBMap +68 


pointer 


RWindow 


+ 72 


pointer 


ReqPad2[36] +76 


byte array 



Okay, 1 admit that it is definitely not one of the smaller 
structures on the Amiga. There is an up side, however. You see, 
to create a Requester stnicture in C, you declare the structure. 
But before you set any of die values, you call a system routine 
called InitRequester. Its sole purpose is to clear all the bytes in a 
Requester structure. You can use this routine from BASIC to do 
the same diing. After doing this, you need to set only the fields 
■which relate to your needs. For you, diat means setting LeftEdge 
and TopEdge, Widdi, Height, ReqGadget, ReqBorder, ReqText, 
and BackFill. While the other fields allow some wonderful 




Spotlight on Software 

3-D Options 3J.D0 

AMAX 136.00 

ANIMagic S'-W 

Baud Bandit 33.99 

Blood Money 27.99 

CygnusEd Professionol 64.69 

Deluxe Point III 105.00 

Design 3D 60.00 

Digi Paint3 61.99 

DiBi-View Gold 140.00 

Dunlap Utilities 51.99 

Elite 31.00 

Falcon Mission Disk 18.50 

GFA BASIC 84.20 

HISoft BASIC Professional .... 110.00 
Indiana Jones/Lost Crusade 27,99 

MAC 2 DOS 75.99 

Page Ripper + FX 93.00 

Page Render 3D 93.00 

PageStreom 130.00 

Pen Pal 89.99 

Perlormer (Elon) 41.00 

Photon Point II 99.00 

PixolScript 95.99 



Great Prices! Shipping 
based on weight and zone. 

For Iriformation & Catalog Call 
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Pursuitable BBS 414-544-6567 
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S-Up! Board OK DIP or SIMM 1 75.00 
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Foppy Drive, Internal 2000.... 90,00 

Floppy Drive, Unidrive 140.00 

Future Sound 500 93.95 

Han-D-Scon. C Ltd 299.00 

HardFrame 2000 250.00 

IMG Scan, SmRize 120.00 

Joystick, Advanced Gravis .. 39.99 

MIDI, ECE 52.00 

Panasonic 1410 Camera .... 220,00 

Perlect Sound 500/2000 66.93 

SCSI , Supra 500/2000 170.00 

SCSI/RAM impact A2000 OK 293.20 

Spirit Boards OK 215.00 

SupraRAM 2000 2 Megs 415.00 

Orders Only Please; 

800-544-6599 

Visa/r^C/CODs 
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flexibility, you just don't need them for what you will be doing. 
For this reason, I will explain the functions only of those fields 
you are going to use. 

The InitRequester routine takes a pointer to (die address 
oD a Requester structure, and returns no values to BASIC. The 
calling syntax looks like this: 

CALL InitRequesteri ( req.^ddresss ) 

Tlie reqAddress& variable would be die address of the block of 
memory you are calling a Requester structure. 

LeftEdge and TopEdge function the same here as in the 
other structures — in this case, as X- and Y-Offsets from the 
upper-left comer of the window containing tlie requester. For 
technical reasons explained below under die NewWindow 
structure, these will be set to for the requester, but operate die 
same here as they do for borders and gadgets. 

Width and Height are essentially die same fidds you are 
used to, with minor differences. Instead of pointing to a hot 
region, diey define the outer boundaries of the requester box, 
and also set die size of the area covered by the requester's 
BackFill. 

ReqGadget is a pointer to the first in a list of Gadget struc- 
tures. This means that after you define all the gadgets, you link 
thera together and put the address of the first one here. The last 
gadget in the list has a 0& in its NextGadget field, which tells 
Intuition there are no more gadgets in the list. 

ReqBorder is a pointer to the Border strticrure you use to 
oudine die requester's box. There is one major difference 
between this border and die gadget borders discussed earlier: 
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while the gadget border XY pairs are true outlines — in that they 
start with an upper-left comer of (0,0) — the requester border 
must be inside the outer edge of the requester. Accordingly, you 
set it witli an upper-left comer of (5,3) and keep an X-Offset of 
5 and a Y-Offset of 3 from die outer edge of the entire border. 

ReqText, as you probably guessed, is a pointer to the 
IntuiText tliat contains the message for \he requester itself. 
Although you won't do so in this program, you can generate 
multi-line text messages by linking IntuiTexts in the requester 
and gadget structures in the same manner you did in AutoRe- 
questers. (Here you just use a simple one-line message to tell 
the user what to do.) 

Finally, BackFill is die register number (0-3) of the color 
you want to be the background for the requester. I set that to 
white (1), but this could easily be changed. One interesting 
note: By setting the BackFill to 0, Intuition can generate a 
"transparent" requester, where tlie background is the "surface" 
of ilie window behind the requester. Here, however, you use a 
special window, so diere is nothing to see. Since die assembly 
language routine creates and deletes die window, you have no 
way to give it a background worth looking at, anyway. 

That brings me to a ratlier important point. The final 
structure you use is ilie NewWindow structure, which Intuition 
uses to define a window before opening widi OpenWindow. 
Normally, this would not be a required part of a requester, 
which could float on the current window in use. Unfortunately, 
AmigaBASIC does some naughty things \vi\h the windows that it 
opens; as a result, even an assembly language program would 
have to do some serious gymnastics to receive InaiiMessages 
from a window opened by BASIC. 

There is a much simpler solution: If windows opened by 
BASIC aren't usable, open one for yourself. The result is diat the 
assembly routine needs to be passed a NewWindow suucture, 
which it uses to open a window in which the requester is 
placed. The definition of tlie window to be created is set by the 
program based on die size of the requester, since the window 
exists solely to contain the requester, and ceases to exist once 
the requester is finished. 

A nice advantage to using a separate window is that it can 
be dragged around and moved to a more convenient location if 
it happens to cover important data. There is, however, a catch. 
Because of the peculiar way in which BASIC calls assembly and 
system routines, il is conceivable Uiat while a requester is being 
displayed in its window, BASIC could be terminated. It is also 
possible that responding to the requester in such a situation 
could crash the system — or, at the very least, maim it. 

The assembly routine is not bulletproof, and can probably 
be tricked into doing dangerous diings. The best solution would 
be somehow to prevent BASIC from being temiinated during 
program execution; unfortunately, there is no readily available 
way to do this. The next best thing is to foolproof your program 
as much as possible. After all, terminating BASIC while running 
a program can cause unpredictable results, even without system 
routines being used. Save once, save twice, and if you still aren't 
sure, save it again! 

On witli the discussion of system structures... The last 
structure you need specs for is die NewWindow structure 
mentioned earlier. The definition and offsets of die NewWindow 
structure are as follows: 



struct 


NewWindow { 


short 


Lett 


Edge 


, TopEdge; 


short 


Widt 


h, 


Height; 


BYTE 


DetailPen, BlocJtPen; 


long 


IDCMPFlai 


gs; 


long 


Flags,- 




struct 


Gadget 


"FirstGadget 


struct 


Image 


•CheckMark; 


BYTE 


•Title; 




struct 


Screen 


*Screen; 


struct 


BitMap 


•BitMap; 


short 


HinW 


lidth 


KinKeight; 


short 


MaxWidth 


, MaxHeight; 


short 


Type 


■; 1; 




Field 


Offset 


Type 


LeftEdge 




+0 


short int 


TopEdge 




+2 


short int 


Width 




-4 


short int 


Height 




^6 


short int 


DetailPen 


+ 8 


byte 


BloclcPer 


I 


+ 9 


byte 


IDCMPFlags 


-rlO 


long int 


Flags 




+14 


long int 


FirstGadget 


+18 


pointer 


ChecMarK 


+22 


pointer 


Title 




+26 


pointer 


Screen 




+30 


pointer 


SitMap 




+34 


pointer 


MinWidth 


+38 


short int 


MinHeight 


+ 40 


short int 


MaxWidth 


+ 42 


short int 


MaxHeight 


+ 44 


short int 


Type 




+ 46 


short int 



Even though you don't have a nice system routine like 
InitRequester to clear out a NewWindow structure, set to all 
the bytes in die memory you allocate for it. That way, all you'll 
need to do is set die fields that are necessary for your use. For 
the window to work with die assembly routine, you need to set 
LeftEdge and TopEdge, Width, Height, DetailPen, BlockPen, 
IDCMPFlags, Flags, Title, Min- and Max- Widdi and Height, and 
Type. The rest you can just ignore. Again, 1 will explain only the 
fields that you will actually use. 

The LeftEdge and TopEdge values given here are actual, 
honest-to-goodness .screen coordinates. These are Uie master 
values to which die requester — and, indirecdy, gadget and 
border — fields of the same name are relative. You will set these 
as the upper-left comer of the window in which you want the 
requester to appear on the screen. 

Width and Height mean pretty much the same diing as 
tliey do in the Requester structure, referring to the size in pixels 
of the actual graphic image produced by Intuidon. As you shall 
see later in the program, you set these values based on tlie size 
of the requester to be put in the relevant window. 

You will set DetailPen and BlockPen to generate a 
window image tliat conforms to die standard Intuition win- 
tJow — white graphics with blue oudines and details, DetailPen 
gets set to (blue) and BlockPen gets set to 1 (white), to create 
properly colored graphics. 

The IDCMPFlag's field tells Intuition what kinds of 
IntuiMessages you want this window to receive. Since all you 
need to receive is GADGETDOWN messages, set IDCMPFlags 
accordingly (32&). By setting odier biLs, you can get different 
kinds of messages, but GADGETDOWN is die only kind dial die 
assembly routine understands; it ignores everything else. 

Flags — not to be confused with the previous field — define 
window generation for Intuition. Set it as ACTIVATE, 
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SIMPLE_REFRESH, WINDOWDRAG, and GIMMEZEROZERO. In 
English, this means that you want tJie window to activate when 
it first appears; you don't have a background to save, so there's 
no need to bother. You'll want to be able to drag the window 
(and the Requester, as well) around tlie screen. Also, you'll 
want the upper-left comer of the "usable" (non-gadget) part of 
the window to have die coordinates (0,0). You ensure that they 
do by setting the appropriate bits in tlie Flags field, using a 
value discussed later in the program section. 

Note: According to the ROM Kernel Manuals, there are 
still ways for the user to prevent the window from becoming 
tlie active window when opened, even if ACTIVATE is used. As 
usual, if the user really wants to mess things up, he/she 
probably can. I feel obligated to try to follow Commodore 
doctrine, if only to prevent yet another source for program 
errors. 

If you want the window holding the requester to have a 
tide, you just set tlie Tide pointer to the address of a string of 
characters holding the title and ending with a CHRSCO). I think it 
makes the requester appear too "busy," but set it to 0& (mean- 
ing no tide). This setting makes the drag bar expand to fill the 
space where the dde would have been. 

All the Min's and Max's are for resizable windows. Since 
you don't have to use such a window, you can set them to the 
same values you assigned Widdi and Height. 

The last field of importance in the NewWindow structure 
is the Type field. This tells Intuition whether the window is for a 
Workbench screen or a custom screen. We're calling diis from 
BASIC, which normally has a Workbench screen, so diis field 
gets set to 1 (Workbench screen). The requesters generated 
and used by these routines must be on a Workbench screen to 
function correcdy. Normally, the assembly routine opens tlie 
window, using the OpenWindow system routine, and does not 
expect to have to link the routine to a custom screen. Trying to 
put a requester on a custom screen will result eidier in die 
requester and window being put on the Workbench screen, or 
in a visit from you-know-who. 

That, in a nutshell, is what you need to know about 
Intuition Requesters. Once you understand how die program 
works, feel free to use your new knowledge to tinker around 
with the setting of these structures. Remember die various 
warnings discussed above, however; nobody likes programs that 
crash frequently. Now let's get to the explanation of how the 
demonstration program works. 

The Lead Roles (or How It Works...) 

As you go through each of die routines, learning how they 
work and relate to each other, you may want to flip back to the 
structure offset tables to see exactly what each POICE does. (The 
long blocks of POKE statements will not be shown in their 
entirety. Consult the program listing for die exaa POKEs and 
values.) Since most of the stuff has already been covered in die 
odier articles, I will spend lilde time explaining old material. 

CLS 

DECLARE FUNCTION AllocMemiO LIBRARY 

LIBRARY "exec. library" 

LIBRARY "intuition. library" 

As usual, you have here the standard starting code, which 
clears the screen and opens the necessary libraries. Don't forget. 



PIC-MAGIC 

Clip Art Package 



(Orders shipped 
Via UPS) 



\'--- 




■^^ 1-*: 



250 High Quality Images 
Very Large IFF Bitmaps 

10 Full Floppy Disks. 

images in ttie pak include: 
Christmas Graphics ■ Sports Car Graphics ■ 
Sports Scenes- Universal Advertising Graphics 
Eye Grabbers and much more (CALL]. 

Credit Card Orders Call: 1-800-387-8967 

Outside USA call: Tel: (416) 322^61 19 
Fax:(416)489-1620 

Or Send Cheque or Money Order 

TO: lOE'S FIRST COMPANY 

208 CLENAYR ROAD 

TORONTO, ONTARIO. 

CANADA MSP 3C3 




circle 160 on Readsr Service card. 

the exec.bmap and intuition. bmap files must be in either die 
current direcioiy or the libs: directory of die system disk. 

DIM raps (4) , msiE% (4) 

DoReqsti = OS 

namS = "intuition. iibrary'+CHRS (0) 

dlocs = 06 

Moving on through the code of the main program, you 
initialize some of the variables that wUl be used later, and make 
namS a string ending in CHRS(O) and holding the name of die 
Intuition system library'. This is verj' important, because the 
assembly routine needs that string to properly open InOiition for 
its uses. By die way, if everything else seems to work fine, but 
the assembly routine just returns without doing anything, make 
sure the CHRS(O) is added to the end of nam$. 

LOADSBR DoReqsts, dlocs 

SUB LOADSBR ( Sptri, dptrS ) STATIC 

Here you start to get into the important routines. The 
LOADSBR routine is what actually loads the assembly routine 
into memorj' and returns two pointers. The spir& parameter 
(here going into DoReqst&) tells where the assembly routine 
starts. DoReqst& is later used in the calling of the assembly 
routine. The dptr& parameter (here going into dloc&) gives you 
the location of a spare piece of allocated memory which is used 
in the program as storage for the result returned by the assem- 
bly routine. 
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MEHALLOCATE sptrS , 1624 

Inside tlie LOADSBK routine, you call the MEMALLOCATE 
routine in preparation for loading the assembly routine into 
memory. All tile MEiVWlLOCATE routine does for you is take 
the number of bytes needed, call the system routine Al- 
locMem&, make sure everything went okay, and return a 
pointer to the allocated memory. I have made it a free-standing 
routine here because it is frequendy used by the other routines. 
The MEMFREE is a similar case, existing only to call die 
FreeMem& system routine. I needed a little more flexibility in 
using FreeMem&, however, so MEMFREE is slightly more 
flexible than previous incarnations, Botli of these routines have 
been covered before, so check tlie previous articles for explana- 
tions of their functioning, 

dptrs = spurs + 160 
RESTORE HLData 

Having the memory location where the assembly code is 
going, and knowing the lengUi of that code, you can figure 
where your "spare" memorj' — ^which holds the data — starts. In 
diis case, the location is l60 bytes beyond die start of the as- 
sembly code. You next use RESTORE to set tlie start of the 
DATA statements to the beginning of your code data (in case 
your program needs to use RESTORE for data of your own). 



FOR is = sptrt TO (sptri 

READ Op% 

POKEW is, opt 
NEXT it 
POKEW dptrs, 



+ 1581 STEP 2 



These lines read the assembly code from the data state- 
ments and then poke them into memory' a word at a linie. After 
doing this, die spare memory* to which the data pointer points is 
cleared. That's the end of die working part of LOADSBR. 



MLData: 
DATA Sh4Be7, 
END SUB 



Shfffe, Sh2c7B, shOOO'S, shVOld .. 



The remainder of the subprogram holds the assembly 
language routine in the data statements a word at a time in 
hexadecimal format. You must make sure these lines are typed 
in correctly for die program to work. After die data statements, 
the END SUB returns execution to die main program. 

FOR i% = 1 TO 3 

b% = 1% 

by% = 1 + ( 1% * 15 ) 

bt$ ■= "Choice" + STR5(i%) 

MKBTN 10, byl, 240, 12, 2, 5, 2, bt$, b%, bpS 

SUB MKBTN (x*,y%,w%,h%, c%, ty.»,ty%,tS, id%, bpS 1 STATIC 

The requester being made b)' the program will have three 
buttons, with text in each reading "Choice 1," "Choice 2," and 
"Choice 3," The FOR.. .NEXT loop sets up, creates, and links the 
diree buttons. Here the program initially sets up die parameters 
for the buttons, calling MKBTN for each. MKBTN takes die 
values needed for the Gadget, Border, and IntuiText structures 
(x% - id%), and returns a pointer (in bp&) to the location of die 
Gadget strucaire it created in memor>'. It also returns the length 
of the IntuiText structure (the structure itself, plus the text data) 
in id%, w^hich you later use when freeing the allocated memory. 



MEMALLOCATE bpS , 8 OS 
xyS = bpS +44 
bdps = xyS + 20 

inside MKBTN, the routine first allocates enough memory 
for the Gadget and Border staictures, as well as for the XY data 
for die border. It then uses the pointer returned by MEMALLO- 
CATE as the start of the Gadget stmcture and calculates pointers 
to the XY data and Border structure based on their lengths. The 
xy& pointer is die start of the XY data, while the bdp& pointer 
is the start of the Border stnicture. 



MKITEXT tx%, ty%, 2, 0, 0, tS, itpS, itSS 
SUB MKITEXT ( X%, y%, fc%, bc%, m%, tS, itpS, 



itsfi ) STATIC 



MKBTN then passes on die appropriate data to the 
MKITEXT routine to create an InaiiText stnicture to hold the 
button's text. The MKITEXT routine is virtually the same as the 
CreatelText routines in die previous ardcles; it has simply been 
revised to use MEMALLOCATE and to place the text data 
immediately after the IntuiText structure, in die same block of 
allocated memory. I did this to help prevent memory segmenta- 
tion, and to speed things up a litde. The MKITEXT routine 
returns a pointer to the IntuiText strucmre, as well as die size of 
the memory block diat was allocated. This makes freeing the 
memory later much easier. Check tiie other articles for more 
information on how to set up IntuiTexts from BASIC. 

POS<EL bpS, OS 

through 

POKBL bpS + 40, OS 

This batch of POKEs actually puts the proper values into 
the Gadget stnicttire you "faked" in memory. The locations are 
found by using the known offsets from die pointer you estab- 
lished as the start of the Gadget structure. 

xl% = 

x2% = w% 

yl% = 

y2% = h% 

POKEW xyS, 

through 

POKEK xyS +16, xl% 



xl% : POKEW xyS + 2, yl% 
POKEW xyi +18, yl% 



Here you create the XY data you need in memory to 
generate the proper border graphic. You calculate which two X 
and Y values to use, and then proceed to arrange them to create 
the box oudine you want. 



POKEH bdps, 

through 

POKEL bdps +12, 



Finally, MKBTN puts the needed information for the 
Border structure into memor)'. Again, you use your pointer and 
die known offsets to set the data into memory' correcdy. 



id% ■= itsi 
END SUB 



Because you already have the bp& variable set to pass the 
pointer of the Gadget structure back to the main program, you 
just set id% to die lengdi of the IntuiText structure and return to 
the main program. 
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mps ( i% ) =■ bpE 
msizK i% ) = b% 
IF ( i% > 1 1 THEN 

bpis = taps [ 1%-1 ) 

LINKBTN bplS, bpi 
END IF 
NEXT i% 

Back in the main program, you puc the pointer to the 
button's memory block and IntuiText size into arrays for later 
memory accountLng. Then, for buttons two and tliree, you call 
LINKBTN to connect them so tliat button one is at die start of 
the linked list and button tliree at the end. Ail LINKBTN does is 
replace the NextGadget field of tlie button pointed to in its first 
parameter with the pointer given as the second parameter. You 
don't have to keep LINTGBTN as a separate routine (it could be 
replaced with a POKEL statement), but it keeps things coherent 
in tills program. Feel free to replace it if you need extra speed 
or smaller code size in your own programs. All you have to do 
is use tlie following line (replacing bptrl& and bptr2& with the 
proper variables from your program); 

POKEL bptrls, bptr2s 

This line of code is all that LINKBTN consists of. However, 
separating it into a different routine does improve readability a 
little. The button creation loop finishes with a NEXT statement. 

rx* = 30 

ry% = 30 

bptri - mps (1) 

rt$ = "Make Your Selection:" 

KKKEQ rx%, ry%, 260, 64, bptrs, rtS, rpi, wps 

SUB MKREQ ( x% , y%, w%, h% , bpS , tS, cpS, wpS ) STATIC 

The lines before the call to MKREQ simply set up tlie 
parameters for MKREQ to create the Requester strucaire. 
MKREQ also creates the NewWindow structure, which has a 
couple of fields that are calculated based on the figures for die 
Requester structure. MKREQ returns three values in rp<&, wp&, 
and x%. The rp& value is a pointer to tiie start of the Requester 
structure in memory. The wp& value is tlie same thing, only for 
the NewWindow structure. The routine returns the size of die 
IntuiText structure of die requester in x%, for memory account- 
ing. 

MEMALLOCATE rpS, 1964 
CALL InitRequesters ( rp4 l 
rxyfi = rps + 112 
rbpfi = rxyS +20 
wpS = rps, + 148 

First, MKREQ allocates memory for the requester, 
NewWindow, border, and XY data in memory, and sets pointers 
to the start of each area. It also calls the system routine InitRe- 
quester to clear out die area for the Requester structure. While 
this could just as easily be done using a FOR..NEXT loop — as 
when clearing the NewWindow area — there is a catch, I'm not 
going to promise diat diese routines will hold up after anodier 
revision of Intuition and Workbench, but hopefully diey will 
need only to have dieir offsets corrected. The ROM Kernel 
Manuals make a point of using InitRequ ester to clear Requester 
structures for use, perhaps on the chance diat, in the future, die 
default values for some of tlie fields might be values odier than 
zero. By using InitRequester, you allow the MKREQ routine a 



Lons Fonts Vol. 1 

A collection of seven 3D font sets in the Interchange 
fomiat. Each set has complete upper/lower case letters, 
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siighdy higher chance of not needing major revision after 
changes to Intuidon. This makes it worth following die flKiVl, 
and is a heck of a lot faster than a FOR.. .NEXT loop, an^'way. 

tx% = ( w% / 2 ) - (( LSNI ts I • 8 ) / 2 ) 
MKITEXT tx%, 6, 2, 0, 0, CS, iUpS, itsS 

These lines pass on die correct settings for the requester's 
IntuiText structure. The dc% variable is calculated so diat die 
message is centered at die top of the requester. 

POKEW rps + 4, 

through 

POKE rps + 30, 1 

This bunch of POKEs sets up tlie Requester structure in 
memory. Note diat you set the values of the TopEdge and 
LeftEdge to zero. This is because you want to locate die 
requester based on the window location, not the requester itself. 



xl% = 5 

x2* = w% - S 

yl% - 3 

y2% - h% - 3 

POKEW rxyS, xl% 

through 

POKEW Txy& +16, k1% 



POKEW rxys + 2, yl% 
POKEW rxys +18, yl% 



As they do in die MKBTN roudne, diese lines set up die 
XY data for die Border structure — only this time for the re- 
quester. The X and Y values are calculated so diat the border 
graphic is inside the outer edge of the requester boundaiies. 
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POKEW rbpt, 
through 
POKSL rbps - 



12, OS 



In case you couldn't guess, here the routine sets up the 
Border structure linked to die Requester structure. For a slightly 
different appearance, try changing tlie POKE that sets tlie 
FrontPen to 3 instead of 2. This will create an orange border 
around the requester box, breaking up the monotony of all the 
black-on-white graphics. 

FOR i£ = wpS TO (wpS + 47) 

POKE is, 
NEXT is 
W% = w% + 8 
h% = h% + 12 

The FOR. -NEXT loop here clears out the NewWindow 
area of the allocated memory — albeit slowly. Corrected Width 
and Height fields are then calculated, to adjust for the edge 
graphics of the window. Making w% and h% increase by more 
than 8 or 12 will result in a larger blue border around tlie 
requester graphic. 

POKEW WpE, x% 

through 

POKEW vips +46, 1 

Surprise, surprise. Here you set the values for the fields 
you will use in the NewWindow staiccure. We don't set all the 
fields, and the ones tliat remain zero Intutuion knows how to 
deal widi. Setting Flags to 5168& gives you tlie ACTIVATE I 
SIMPLE_REFRESH I WINDOWDRAG I GIMMEZEROZERO 
setting you want. The value is found by OR'ing tlie values for all 
of the settings together. 

x% = itss 
END SUB 

The iMKREQ routine ends by setting x% to return the 
length of tlie IntuiText structure (all tlie other return variables 
are set) and handing the execution back to the main program. 

mpS{4) - rp5 
msiz% (41 = Txi 

The main program then puts tile pointer to the requester 
memory block and the size of its IntuiText into the arrays you 
are using for memory accounting. Now, everything in memory 
is set up to define a proper Requester unit. 

CALL DoReqscS 1 wpS, rpS, dlocs, SADD(riamS) ) 

j:esp% = PEEKWt diocs ) 

PRINT 

PRINT ^You selected choice number"; resp%; "! i" 

You now call the assembly routine using the pointer you 
created to point at the block of memory where LOADSBR put 
the routine. You pass the routine a pointer to the NewWindow 
staicture, a pointer to the Requester structure, the address of the 
memory ^s-here you want the result placed, and the address of 
the "intuition.library"+CHRS(0) data. Because of BASIC'S discon- 
certing habit of moving string variables around in memory, you 
use SADD at the routine instead of setting a variable. You want 
to make sure the routine gets where die data is now located, 
not where it was before BASIC moved it somewhere. 



When the assembly routine return.s, you pull the selected 
button's GadgetID value from the data memory where you told 
DoReqst to put the result. You can tell diat DoReqst malfunc- 
tioned if the value returned is zero, and none of die GadgetlD's 
were set to zero (generally a good practice). Tliis means that the 
assembly routine had a problem with the data you handed it, 
and had to abort. More graphic examples of signs that you 
really messed up the data are system lock-ups and visits from 
Mr. Guru. After pulling the result from memory', a quick 
message is printed out which indicates the selection made from 
the Requester. 

The following collection of lines in die FOR.. .NEXT loop 
take die address of each button's memory block and extract die 
address of the related IntuiText structure. That data is used to 
call MEMFREE to de-allocate all die memory allocated for the 
button structures and data. The same is then done for the 
memory used by the requester, NewWindow, and their related 
structures. The last MEMFREE call de-allocates die memory 
used by the assembly routine itself, effectively erasing it from 
memory. Do not attempt to call DoReqst after the memory 
holding the routine has been freed, or the consequences for 
your program could be disastrous! 

LIBRARY CLOSE 
END 

At the end of the program, you close the libraries you 
opened and stop execution, In the words of Porky Pig, "Tli-th- 
di-di-that's all folks!" 

That's all there is to it. Once you become familiar with die 
routines, you will find them easily transported to your own 
programs. Setdng up the requester unit is a little complicated, 
but die end result is requesters that work much more smoodily 
than ones written in BASIC. 

As usual, feel free to hack and slash the routines as you 
see fit for use in your programs. Just remember the areas to be 
careful not to alter in the system structures (mentioned above). 
Unless you have enough experience to understand what die 
assembly routine is doing, don't change it, either. Altering the 
data for die routine witiiout knowing exacdy what you're 
changing is a quick and easy way to crash the system when the 
program is executed. 

There are many possible modifications which could make 
the routines more useful. Perhaps by generating the data 
separately, and then loading it in as a block, you could keep 
many requesters in memory at once, simply by changing the 
pointers passed to DoReqst as needed. The roudne will accept 
any valid LeftEdge unit, and can return the GadgedD of 
anydiing that makes a GADGETDOWN InaiLVlessage. 

Mopefully, these articles ha\-e made your BASIC programs 
better-looking and easier to use. Remember, widi compilers 
giving die necessary' speed, BASIC is coming back as a serious 
language for many applicadon developers. With judicious use of 
system routines — along widi a litde assembly boost here and 
diere — you can really make B.'\SIC programs as serious as the 
rest. 



Listing One: rBas 



CLS 

DECLARE FUNCTION AilOcMemfiO LIBRARY 

LIBRARY "exec. library" 

LIBRARY "intuicion. library" 
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DIM mps (4) , msii% (4) 

DoReqstS = OS 

namS = "intuition. library"+CHR5 (0) 

cLloc& > Oi 

LOADSBR DoReqstS, dloc« 



FOR i% = 1 TO 3 

b% = i% 

by% = 1 + ! i% * 15 ! 

btS - "Choice" + STRS(i%) 

MKBTN 10, by%, 240, 12, 2, 

raps I 1% I = bps 

msii*( i% ) = b% 

IF ( i% > 1 ) THEN 
bpls = mps ( i%-l J 
LINKBTN bpls, bpS 

END IF 
NEXT 1% 



2, btS, b%, bpS 



rx% - 30 

ry% = 30 

bptrs = mps (1) 

rtS = "Make Your Selection:" 

MKREQ rx%, ry%, 260, SA, bptrs, rt$, rps, wpS 

mpS(4) = rpfi 

msiz% (41 ■ rx% 

CALL DoSeqstS ( wpS , rpS, dlocS, SADD<namS) ) 

resp% = PSEKM{ dloci ) 

PRINT 

PRINT "you selected choice number"; resp%; "! 1 " 

FOR i% = 1 TO 3 

bptrs = mps ( i% ) 

CSS ^ insiz% ( i% 1 

tpS = PEEKH bptrs + 26 ) 

KEMFREE bptrs, 3QS 

MEMFREE tpS, tsS 
NEXT i% 

rps = mps (4) 

tss = msiz% (4) 

tp£ = PEEKH rps + 24 ) 

MEMFREE rpS, 196S 

MEMFREE tpS, qsS 

MEMFREE DoReqstS, 162s 

LIBRARY CLOSE 

END 

SUB MKREQ ( x%, y%, w%, h%, bps, t5, rps, wpS ) STATIC 

MEMALLOCATE rpS, 196S 
CALL InitRequesters ( rps I 
rxyS = rps + 112 
rbps = rxyS + 20 
WpS = rps + 148 



tx% = 


( w% / 2 


) - (( 


LEN( t$ ) * 8 ) / 2 1 


MKITEXT tx*, 6, 


2, 0, 


0, tS, itps, itss 


POKEW 


rps + 4, 







POKEW 


rps + 6, 







POKEW 


rps + 3, 


w% 




POKEW 


rps + 10, 


h% 




POKEL 


rps + 16, 


bps 




POKEL 


rps + 20, 


rbps 




POKEL 


rps + 24, 


itps 




POKE 


rps + 30, 


1 




xl% = 


S 






x2% - 


w* - 5 






yl% = 


3 






y2% = 


h% - 3 






POKEW 


rxyS, 


xl» : 


POKEW xy.yi + 2, yl% 



BRIDGEBOARD USERS! 

Don't waste money, slots, or desk space buying extra 
IBM-compatible or Amiga floppy drives! The Bridge Drive 
Commander gives you direct acx^ess to your built-in and add- 
on Amiga floppy drives from the Bridgeboard, and direct 
access to 360K and 720K IBM-compatible drives from 
AmigaDOS. Bridge Drive Commander makes access com- 
pletely transparent and automatic. No software drivers to load, 
no precious memory or expansion slots used up. Installs on 
internal floppy drive connector. Floppies are completely 
useable by otfier Amiga and IBM-compatible computers. 
Compatible with all software, hard dislts, accelerator 
boards, etc. 

Two versions available: standard Amiga disk access, and 
multi-bus version, for maximum speed. 

Bridge Drive Commander 

Standard access $ 79.95 

Multi-bus access $119.95 

External drive adapter $ 24.49 

MJ SYSTENIS 

Dept 10B, 1222 Brookwood Road, Madison, WI 53711 

1-8Q(Hl48-4564 

Answered 24 hours 
MasterCard /VISA (Info: 1-608-274-5563) 

Prodjct names are tratSemarks of Iboir respectriflS oampanies 







Circio 16B 


POKEW 


rxyS 


+ 4 


x2% 


POKEW 


rxys 


+ B 


x2% 


POKEW 


rxyS 


+12 


xlt 


POKEW 


rxyS 


+16 


xl% 


POKEW 


rbps 




-1 


POKEW 


rbps 


+ 2 


-1 


POKE 


rbps 


+ 4 


2 


POKE 


rbps 


+ 5 





POKE 


rbps 


+ 6 





POKE 


rbps 


+ -! 


5 


POKEL 


rbos 


* 8 


rxyS 


POKEL 


rbps 


+ 12 


06 


FOR is = WpS TO (wpS 


POKE i£. 







NEXT is 






w% = w% + 


S 




h% = h% + 


.2 




POKEW 


WpS, 




x% 


POKEW 


wpS 


- 2, 


y* 


POKEM 


wpS 


<• 4, 


w» 


POKEW 


wpS 


!- 6, 


h% 


POKE 


wpS 


^ 9, 


1 


POKEL 


•-•ps 


no, 


32t 


POIKEL 


wpS 


i-14. 


5186s 


POKEW 


•-■pS 


^3B, 


wt 


POKEW 


wpS 


^40, 


h% 


POKEW 


wpS 


M2, 


w* 


POKEW 


wpS 


^44, 


hH 


POKEW 


wpl. 


MS, 


1 



POKEW rxyS + 6, yl% 

POKEW rxyS +10, y2% 

POKEW rxyS +14, y2% 

xl% : POKEW rxyt +13, yl% 



47) 



x% 



itsS 



END SUB 

SUB MKBTN (x%,y%,w%,h%, c%, tx%,ty%,tS, id%, bpS I STATIC 
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Bring tbe aticietit art of tbe Tdl^OT to yonr aitiisa 



4 






&S^*e2L 



Tbe Ta?OT TpaSTE? from Empire Qrapbics is tbe 
first fully animated fortune telling software package 
for tbe amiga. Tbe TagOT l^aSTEB twt only 
entertains you and your friends uiitb it's autbentic 
Tarot readings, but it uiill also guide you in tbe 
Interpretation of tbe mystic Tarot. 

• "Cwo futt disks of graphics and animations 

• S'uUy animated IvSaJor J\rcana 

*» Classic 3& lO card spread personal readin9S 
""Ceacbes definitior\Anterpretation of all cards 
» Instructs users in proper lavin9 of cards 

Exper^ienco youn future today, 
ftsk sjoui* )(«*tailep tor- 

Tbe TaSOT l?)aSTE? 

OP nail c>ieck ov« Mon»u or*cler* Coir- 529.95 to 

EMPIRE GRAPHICS 

P.O. Box 964 

Union, NJ 87083 

Sencl 52.00 For- dieno disk ond coupon 

Rmisa is a resist^r^d trademark of Commodor^-Rfnisa^ Inc. 



Circle 151 on Reader Service card. 



HEMALLOCATH bpS 


, SOS 










xys - 


bps + •S4 












bdps = 


= xyS T 20 












^!KITEXT rx%, ty%, 2, 


0, 0, 


cS, 


ItpS 


, ItsS 


POKEL 


bps. 


OS 










POKEW 


bps + 4, 


x% 










POKEW 


bps + 6, 


y* 










POKEW 


bps + 8, 


w% 










POKEW 


bps + 10, 


h% 










POKEW 


bps + 12, 













POKEW 


bps + 14, 


3 










POKEW 


bps + 16, 


4097 










POKEL 


bps + 18, 


bdps 










POKEL 


bps + 22, 


OS 










POKEL 


bps + 26, 


itps 










POKEL 


bps + 30, 


OS 










POKEL 


bps + 34, 


OS 










POKEW 


bps + 3B, 


id% 










POKEL 


bps + 40, 


OS 










Xl% - 















x2% - 


wi 












yl% - 















y2* = 


h» 












POKEW 


Kys, 


xll : 


POKEW 


xyS 


+ 2, 


yl% 


POKEW 


xys + 4, 


x2% : 


POKEW 


xyS 


+ 6, 


yl% 


POKEW 


xys + 8, 


x2% : 


POKEW 


xyS 


+10, 


y2» 


POKEW 


xys +12, 


xl% ; 


POKEW 


xyS 


+1-!, 


y2% 


POKEW 


xys +16, 


xl% : 


POKEW 


xyS 


+ 18, 


yi» 


POKEW 


bdps, 


-1 










POKEW 


hops + 2, 


-1 










POKE 


bdps + 4, 


c* 










POKE 


bdps + 5, 













POKE 


bdps + 6, 













POKE 


bdps + 7, 


5 










POKEL 


bdps + S, 


xyfi 










POKEL 


bdps +12, 


OS 











id% - itss 

END SU3 

SUB LINK3TN ( bplS, bp2S ) STATIC 

POKEL bpls, bp2s 

END SUB 

SUB HEMALLOCATE ( ptrS, sizS ) STATIC 

ptrS = OS 

ptrs = AllocMemS ( slzS, 65537s ) 

IF 1 ptrs - 06 ) THEN 

PRINT "Memory allocation erroc - size ";sizs 

STOP 
END IF 

END SUB 

SUB MEMFREE ( pCrS, sizS ) STATIC 

CALL FceeMemst ptrS, siiS ) 

END SUB 

SUB MKITEXT I x4, y%, fc%, bc4, n%, tS, itpS, icsS ) STATIC 

tS = tS + CHRS(O) 
itss = 20 + LEN( tS I 
rlS = LENI tS ) 
HEMALLOCATE itpS, iUSS 
tps = itps + 20 

POKE iCpS, fc% 

POKE icpS + 1, bc% 

POKE itps + 2, m% 

POKEW itps + 4, x% 

POKEW itps + 6, y% 

POKEL itps +8, OS 

POKEL itps +12, tpS 

POKEL itps +16, OS 

CALL CopyHems ( SADD( tS ), tpS, tlS I 

END SUB 

SUB LOADSBR ( SptrS, dpttS I STATIC 

HEMALLOCATE sptrS, 162S 
dptrS • sptrS + 160 
RESTORE MLData 



FOR is - sptrS TO (sptrS 

READ op% 

POKEW is, op* 
NEXT is 

POKEW dptrs, 



+ 158) STEP 2 



MLData: 










DATA 


Sh48e7, 


Shfffe, 


fih2c78, 


4h0004, 


ShTOld 


DATA 


Sh226f, 


Sh004c, 


Sh4eae, 


Shfdda, 


Sh2a40 


DATA 


Sh6700, 


5h0084, 


Sh2e6f, 


Sh0048, 


Sh282f 


DATA 


Sh0044, 


Sh206f, 


5h0040, 


Shcb4e, 


Sh4eae 


DATA 


Shff34, 


Sh2300, 


Sh6766, 


Sh2245, 


5h2044 


DATA 


Sh4eae, 


ShfflO, 


Sh6754, 


Shcb4e, 


Sh2045 


DATA 


sh266S, 


Sh0056, 


shl02b, 


shOOOf, 


Sh7eOO 


DATA 


shOlcT, 


Sh2Q4b, 


sh4eae, 


shfeSc, 


shzaoo 


DATA 


Sh660c, 


Sh3014, 


Sh662c, 


Sh2007, 


Sh4eae 


DATA 


Shfec2, 


Sh60ea, 


Sh2240, 


Sh2429, 


Sh0014 


DATA 


Sh2469, 


ShOOlc, 


Sh4eae, 


Shfe85, 


Sh0S82 


DATA 


shOOOS, 


Sh2002, 


Sh6702, 


(h60d2. 


ShSOU 


DATA 


Sh66ce, 


Sh302a, 


Sh0026, 


Sh3880, 


Sh60c6 


DATA 


Sh2245, 


Sh2044, 


Shcb4e, 


Sh4eae, 


shffae 


DATA 


Sh2045, 


Sh4eae, 


ehffbS, 


Shcb4e, 


Sh224d 


DATA 


Sh4eae, 


Shfe62, 


6h4cdf, 


ShTfff, 


Sh4e7S 
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This Fall 

see all the 



best of the Amiga 

AC GUIDE Amiga 







Nv 



When the nights turn crisp and your thoughts return to your Amiga, let AG's 
Guide To The Commodore Amiga be your guide. 

A Harvest of over 2100 products 
by more than 400 vendors! 



During the summer, Amiga developers throughout the 
world have been diligently preparing Amiga products 
for all your needs. Now showcased in this, the larg- 
est Amiga-specific publication ever, is the harvest of 
their labors. Your guide will be an indispensable tool to 
doing more with the Amiga. Don't miss it! 

Available at your local Amazing Dealer 






Ivl 



.M~~-' 
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Notes 



Writing ulilii] 'programs 



by Stephen Kemp 

This month we will discuss writing utility programs. A 
utility program is any program that performs a simple, useful 
task. For instance, last month's column included a utility 
program that would change all the characters in a file to upper 
or lower case depending on what was indicated on the com- 
mand line. 

Most utility programs follow a similar syntax. The com- 
mand line is used to indicate input fiies, commands, and control 
switches. Occasionally, it may be necessary to ask for additional 
information after the program has been invoked. This month's 
example will include such a feature. 

This program is called LOOK (see Listing One). It will 
search through all indicated files, looking for a search string that 
is entered after the program begins. If the skeleton program, 
GENERIC.C (included in C Notes, V4,8), or even CASE.C (V4.9) 
is available, make a copy named LOOK.C. Remember, when it 
comes to utility programs, it is usually easier to begin with an 
existing shell. If GENERIC.C and CASE.C are unavailable, the 
entire source of LOOK is provided in Listing One. 

The specifications for this program are these: 

1) File names, with or 'without wildcard characters, are 
input via the command line. 

2) The search criteria should accept any string up to a pre- 
scribed length. 

3) The user should have the option of finding an exact 
match for the search criteria (case-sensitive) or a match witli any 
string that has the same leners, whether capital or not (case- 
insensitive). 

4) Each line that matches the search criteria should be 
displayed for the user. 

These tasks are fairly simple to program using many of tlie 
fijnctions found in the C library. I have the MANX compiler and 
have used functions from its library. If another compiler is being 
used, find a corresponding function (or a combination of 
fijnctions) to perform these tasks. This program has two 
functions that were not available in my standard library. 



The program first checks to determine whether a sufficient 
number of parameters has been received. Remember, tlie first 
argument (argv[0]) will be the name used to invoke the pro- 
gram, so it can be skipped. The program then looks at all the 
arguments to determine whether any switches supported by the 
program are indicated. You should use a switch indicator 
character, like this program does using die hyphen, to help 
distinguish tlie flags. LOOK accepts a -C from the command line 
to indicate that the search should be case-insensitive. This 
means that a word like DOS would match dos, Dos, DOS, or 
any word containing the letters d-o-s consecutively. If -C is not 
indicated, an exact match of the letters and case must be found. 

The command line is only used to enter the search files 
and the case switch if required. Because the search string can 
be just that — a string — it is easier for the program to ask for it, 
rather than try to retrieve it from a command line. This is 
because, to enter a string on the command line, it must t>e 
enclosed in quotes. An example of how this might look follows: 



LOOK *.c "if (str.c 



10)* 



If quotation marks are not used, the program will not be 
able to distinguish the "words" fi-om file names. Suppose this 
command line was accidentally entered; 

LOOK ».c if (str.c == lOl 

Without quotes, the program would assume that each 
space-delimited item was a different argument. This program is 
iimocent enough because it does not change anything in a file, 
but the hazard is obviously there. Also, even if entered via tiie 
command line using quotes, special editing would have to be 
included to determine whether or not the search string is 
supposed to contain the quotes. A simple way to avoid these 
problems is by asking for the additional input at the beginning 
of the program. 
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A simple prompt, issued by prinif, is used to indicate 
when to begin entering the search string. The search criteria is 
accepted by the function fgets. Fgets was used because it 
accepts a maximum length as one of the parameters. LOOK is 
limited, in this example, to search 30 characters. This is an 
arbitrary number and represents the maximum number of 
characters that I can type without making a mistake. Any size 
search buffer may be used, but be sure the character buffer is at 
least one character larger than the request. This leaves room for 
the NULL at the end of the string. The "sizeof ' directive was 
used here to ensure that the input size was appropriate. 
(Actually, fgets will stop at "max-1" character automatically, but 
I consider it good coding practice to always make string buffers 
1 larger than required.) 

After retrieving the user input, tlie newline character must 
be removed from the buffer, since tliis function adds it when 
the user presses ENTER. Some library input functions do not 
include the newline character, so it is always a good idea to 
check the documentation to decide if it must be handled. 
Finally, if a -C was included (now indicated by the variable 
"flag"), the function strupr will be used to change the search 
string to all upper case. This is done to simplify fmding the 
string. A case-insensitive search requires tliat everything be 
"reduced" to a common denominator. LOOK uses upper case as 
the common denominator. 

Now each file that matches the criteria is opened and 
searched. Each line is read, copied into an alternate buffer, then 
searched for the specified string. Since &ie line will be changed 
to upper case if the flag indicates a case-insensitive search, the 
alternate buffer is the one that is outputted if the search is 
positive. When the entire file has been read, only those lines 
containing the search criteria will have been printed. The file is 
closed before beginning again. 

The search function requires a little more discussion. The 
method that strsrch uses to fmd the search criteria is not 
unusual. In fact, it is the brute force method. Although it suffices 
for this example, you may be interested in discovering faster, 
more flexible searching techniques. Entire books have been 
written on the subject of string searching and pattern matching. 
Also, greater flexibiltrj' can be provided by adapting a "regular 
expression" technique. Howe^'er, these topics are not usually 
considered beginner material. 

The input line is searched for the first character in the 
criteria. If this character is found, a pointer is returned with its 
position. A simple compare is then performed for tlie length of 
the search string. If an equal match is found (indicated by a 
return value), then TRUE is returned from tliis function. But if 
the strings do not match, two very important things occur. First, 
the input string pointer is checked to see if it is pointing at the 
NULL character. If it is at tlie end of tlie string, diere is no point 
in continuing. If not, then the for-loop cycles and the string 
pointer (str) is incremented (str++) past the character position 
that is currently held. THIS IS VERY IMPORTANT! If the pointer 
is not incremented, the program will get stuck in an endless 
loop, continually finding the same character position in the 
string again and again. Likewise, it is possible to increment past 
the NULL and begin searching random memory if you are not at 
the end of the string. 

That's about it. I'll leave the rest of the code for personal 
examination. It is fairly straightforward and, with the exception 



of the string searching function, resembles the program we did 
last month. After trying out the program, go back and do a few 
experiments. Try adding a line counter to identify the number of 
those Hnes with matching criteria. Then trj' making a new 
switch that will stop .searching the file once the first match is 
found — make whate\'cr revisions you choose to help you get 
the most from your program. 

If you have any questions or comments, you can write to 
me c/o Amazing Computing, P.O. Box 869, Fall River, MA 
02720. 



Listing One 



LOOK.C is a prografli that will Search through the specified 

files for a given search scring. 

The pararseters for LOOK can be file names wich/withaut 

wildcard characters (using * and ?) . 

An optional -C svitch is also supported to indicate that 

the search should be Case Insensitive, Otherwise the 

search criteria must match the string specified. 

The user will he prompted to enter the Search Criteria 
/* (string) once the program has begun, 
/* This pcogtdjn was written for the HAii'X C corapiler 



■/ 
*/ 

*/ 
-/ 
V 
*/ 
•/ 



tinclude 
♦include 



'stdio.h" 
'fcntl.h- 



extern char *gcdlr(); 

extern short access (); 

extern char *indei((J; 

•define TRUE 1 

tdefine FALSE 

inainiargc,argv) 
short argc; 
Char *argv[]; 
( 

char *fptr; 

short cut; 

short ndx; 

char flag; 

FILE *ifp; 

char srchOU; 

Char lbuf[256],altbuf f2S6); 

if (argc <- 1| t 



/• directory function*/ 

/" file accessible function"/ 

/• string index search function*/ 



/* program start */ 

/* argument counter */ 

/* argument variable pointer (g) "/ 

/* pointer to a filename*/ 

/* counter for files */ 

/' index for arguments */ 

/• case flag ■/ 

/* file io pointer */ 

/* search string ■/ 

/* line buffers */ 

/* if not enough argun:ents provided 

/• exit point if error discovered '/ 



print f (■"Search a file for a givefl string \n'') ; /• announce */ 
printf ("LOOK -C [tile pattern] ...\n''U /* example */ 

printfC" where -C is a Case Insensitive searchXn^J; /^flag •/ 
printf f* pattern may contain wildcards {' and ?)\n'*); /* 



lower*/ 
/• 



exit (0); 



/* exit the program ■/ 



Check for flags and switches here 

flag = FALSE; 



/" indicate no flag*/ 



/" cKamine arguments*/ 
/• found an 



for(ndx - 1; ndK < argc ;ndx++) ( 
if (argv[ndxl [0] -- ^-') 
indicator*/ 

If {argv[ndx|Ul " 'c' II acgvlndKlU] >=» 'CM 

flag ■= TRUE,- /* store the flag 



1 



(flaq) /' if case insensitive search */ 

princf (^Case Insensitive search\n*) ; /* Send message */ 



printf ("Enter Search stringr'^; 
fgetsisrchfSiioof (srch>-l,atdin>; 
sreh(strlenC3rchJ-13 = *\0'; 
if [flag) 

strupr (srch) ; 
printf [■%s\n'*, srch) ; 



/* asic for string "/ 

/■ get the response ■/ 

/• remove newline character*/ 

/* if no case '/ 

/* use upper case for compare*/ 

/■ send newline •/ 
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How does IMG Scan work? 

With IMG Scan you can use your 
dot matrix printer to scon pictures. 
Simply attach the IMG Scan fi- 
ber-optic sensor to your printer, 
and use the IMG Scan software 
to digitize photographs and draw- 
ings. You can then save the pic- 
ture in standard IFF format for use 
with your paint, desktop publish- 
ing and video programs. 

Which Printers will IMG Scan 
work with? 

IMG Scan will work with any dot 

matrix printer that has adjustable 
vertical line spacing and a print 
head which moves across the 
carriage. This includes such print- 
ers OS Epson, Panasonic, Citizen, 
Citoh, Star and most compatible 
printers. 

IMG Scan features: 

Q No video camera required 

□ Scans up to 360 dots per inch 

□ Scans in 256 gray levels 




IMG Scan pioduces near photographic 
quality images! Adds new dimensions to 
desktop publishing. 



SUGGESTED 
LIS! PRICE 





M49 



Scan clip art with 
the \MG Scan. 

Eliminates paste- 
up and saves 
valuable lime. 



SunRfee Industries 

_ „— 3801 OLD COLLEGE 
BRYAN, TX 77801 
TEL; (409) 846-1311 
FAX: (409) 846-7236 




circle 191 on Reader Sorvlce card. 



found* / 

•/ 
•/ 

•/ 

/• — 



forlndx - 1; ndjt < argc ; ndx**) I 
If (argv[ndx] tO) == '"'( 
CDntinue; 



/* exaaine arguments*/ 
/• flags already 
/•go skip to next */ 



for(cnt-0; (fptr»scdirtargv[ndxln;cnt+ + M/' look for wildcards 
if laccesslfptr.O) — OH /• if file is found 

printfC**-" %s •**\n",fptr| ; /* display filename 



Utility progra.-!! specific code goes here 



•/ 



line"/ 
/" 



ifp - fopentfptr.'r") J /' open file for read'/ 
if (ifp ■■" NULL) { /* if opens fail"/ 

princfl" - skipped - \n"); 

continue; /* continue looping*/ 

1 
for<;,-) ( 



/* loop through file 



it |fgBtsllbuf,256, ifp) =■- KULL) ( /• EOF •/ 

fclosedfpl ; /' close file */ 

break; /• end loop ■/ 

1 

strcpyialtbuf,lbuf) ; /• copy the line */ 

if (flag) /■ if flag •/ 

strupr (Ibuf ) ; /■ up the string */ 

if (strsrch(lbuf,srchl =- TROEI /* if Found •/ 

princf (altbuf); /" print original 



)else{ /* if not found •/ 

printf ("Cannot find %s\n'', fptr) ;/* indicate */ 

1 
1 
if (cnt — 0) /* no matches •/ 

printf ("Cannot find %s\n'',argvtndx] ) ; /■ for this argv */ 



/* This function searches a given string (line) for the string (srch)*/ 
/» and returns TRUE if found and fALSE otherwise. ■/ 

short strsrch(line,srchl 
char -line, -srch; 



char "str; 








short len; 








len • strlen(srch); 




/• 


determine length*/ 


forC str 


- line; ; 5tr*+) ( 




/■ 


loop through string •/ 


str 


" index Istr^ *sech) ; 




/• 


look for this 


character*/ 










if 


(str =- NOW 




/■ 


if not found -/ 




break; 




/• 


terninate loop ■/ 


if 


(strncT.p (str, srch, len) ■» 


= 01 


/• 


Found it; •/ 




return (TRUE); 




/* 


return true ■/ 


if 


(*3tr — 'VO'I 
break; 




/* 


if at end of string"/ 


return {FAiSEJ; 




/* 


return FM.3E •/ 



} 

/* strupr is a function that indexes through a string and converts */ 

/* all alphabetic characters to upper case "/ 

strupr ( str } 

char •str; 

( 



fori ;*3tr !- *\0'; str++l 
■str ■■ touppar ("atrj f 



/' search until null is found ■/ 
/■ call upper case function */ 



-End Of listing one- 
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Amazing Reviews 



Worth The Wait: 



IForth Professional 2.0 



It is only fitting that tlie microcom- 
puter world's most brilliant hardware 
creation, the Amiga, should be garlanded 
with the most powerful software systems 
available. JForth Professional from Delta 
Research of San Rafael, California fulfills 
this requirement from the perspective of 
the professional Forth programmer. 

JForth Professional is a complete 
software development system centered 
around a state-of-the-art, full 32-bit JSR- 
threaded Forth. Forth programmers have 
always been able to point to the conven- 
ience of programming in Forth, but 
rarely have they been able to point so 
confidendy to the execution speed of a 
Forth system as they can now with 
JForth. When JFortli 1.0 was introduced 
in 1986, there was no comparable Forth 
system on any popular microcomputer. 
JForth set the standard, and the Forth 
world raced to catch up. 

JForth provides an excellent 
environment for Amiga programmers, 
from the rankest amateur to the profes- 
sional. Forth is a compiled language with 
an interpretive layer. Code may be added 
to the system simply by creating a "colon 
definition" — typing in the name of the 
routine preceded by a colon, then listing 
the "older" routines which the new 
routine is to call, and terminating the 
definition with a semicolon. Such 
definitions may be added to the system 
at any time, either by typing them in 
direcdy or by compiling a text file. 

In traditional Forth systems, 
definitions are compiled into lists of 
addresses of the called routines. These in 
turn may consist of address lists and so 
on until, at some lowest level, executable 
machine code is reached. Such defini- 
tions must be "interpreted" by an "inner 
interpreter", a set of routines, diemselves 
written in Forth, which understands the 
address lists. 

This is not the case with JForth. 
Short code routines, when referenced in 
a definition, are compiled as inline code. 
(The maximum length of words to be 



compiled inline is a programmer-settable 
opdon.) References to previously defined 
routines — ^'hich are called rather than 
compiled inline — are laid down as 
optimized jSR's or BSR's in a clever 
register-addressed scheme that avoids the 
use of token tables. 

The entire body of a JForth JSR- 
threaded definition is executable MC68k 
code. Every definition ends in an RTS. 
This is the fastest executing type of Fortli 
which can be implemented on a 
traditional microprocessor. For a faster 
micro Forth you would have to buy a 
Harris RTX2000, a chip designed by 
Forth author Charles Moore specifically 
to execute Forth in silicon. 

While JFortii enjoys compiler 
language execution speed, the program- 
mer never needs to sacrifice the conven- 
ience of having a fully interpretive 
language at his disposal. One obvious 
advantage of such a system is that you 
do not have to learn about making 
Amiga library calls by constant compil- 
ing, loading, and crashing. You can open 
windows, create graphic objects, and 
move things around windows while 
controlling them interpretively — without 
sacrificing compiled-code speed. You 
can even crash the system interpretively, 
a great time saver over traditional 
compilers! 

JForth comes on two disks. The 
first disk, JForth:, includes most of the 
source code in Forth for the entire 
system, many utilities, and the Amiga 
Include and FD files. The second disk, 
the Extras: disk, contains the minimal 
kerne! of JForth (created from Assembly), 
for which tlie source code is not 
included, and two other JForth images 
produced by having compiled various 
assortments of the extensions and 
utilities available in source on the two 
disks. 

The recommended precompiled 
development image of JForth is about 
I6IK. The Extras: disk also includes the 
system-generating code for expanding 



review by Jack Woehr 

the kernel to a full development system 
in the Sysgen drawer. The Demos drawer 
contains many instructive and attractive 
demos with full source. The Appls 
drawer includes several intriguing and 
useful applications (including a 
wordcounter, a prettyprinter, and a very 
dumb terminal program). The Clone 
drawer contains the complete source to 
CLONE. More on CLONE in a moment. 
A session with JFortli Professional 
starts by clicking the XICON scripts on 
the distribution disks. The scripts assign 
logical device names to several of the 
JForth drawers. JForth has a fuil interface 
to the normal Amiga file system, and can 



"JForth provides an 
excellent environ- 
ment for Amiga 
programmers, from 
the rankest amateur 
to the professional." 



call up the file from which a word in the 
JForth image was compiled and display 
the file for the programmer. JForth 
"knows" the source file locations under 
these logical device names. 

Double clicking on another icon 
brings up JForth. System initialization 
includes setting up traps in the 680x0 
vector table so that programmer errors 
which should incarnate the Guru, such 
as odd address errors, instead evoke a 
mild JForth rebuke text. Of course, if t!ie 
programmer is masochistic enough, he or 
she can compile the file RUDE.F, which 
generates truly shocking red-and-biack 
system alerts. Dictionary hashing is also 
installed during JForth system initializa- 
tion. The JForth Professional dictionary is 



Amazing Computing V4. 10 ©1989 85 



hashed for faster searches during 
compiles. Compiles are now quite a bit 
faster than in earlier versions of JFonli. 

At any time the programmer can 
execute MAP, which displays a map of 
the system as currendy constituted. A 
new image with a larger dictionary space 
can be created by clianging a system 
variable and executing SAVE-FORTH, 

For those familiar with more 
common Forth systems, there are quite a 
few surprises in JForth, most of them 
quite pleasant. As mentioned above, 
JForth definition bodies consist entirely 
of executable code. A quick DUMP of 
part of the dictionary is very informative 
on this point. Typing DEF or SEE 
<wordname> results in disassembly, 
rather than decompilation. However, if 
branches of the disassembled Forth word 
point to odier high-level words possess- 
ing a name header, the name of the 
word branched to is printed in parenthe- 
ses next to the disassembled branch. 

JForth Professional CLONE is an 
optimizing target compiler. This means 
that once you have perfected your 
program under JForth's normal inter- 
preter/compiler environment and you are 
satisfied with your code, you can invoke 
CLONE and produce from the compiled 
program an optimized, minimally sized 
target image suitable for commercial 
distribution. The output of CLONE is not 
a Fortli system; it is your application 
program pared to the bone. 

JForth Professional comes with the 
complete source to ODE, a congenial 
and complete object-oriented extension 
to JForth which allows the programmer 
to explore Oops! programming style 
without losing access to the underlying 
simplicity of Forth syntax. ODE has early 
and late binding, classes, mediods and 
inheritance — all the tools die OOPS 
programmer has come to expea. 

Among the 91 utilities in the 
JForth :util drawer are: floating point 
math, local variables, random numbers, 
graphics code, printer logging, multi- 
standard package (a useful item if you 
intend to port code over from other 
Forth systems), BLOCK support QForth 
uses regular Amiga text files as program 
source; BLOCK is a loadable option), and 
a JForth implementation of the routines 
contained in amiga.lib mentioned in the 
Amiga manuals. 

JForth Professional features 
detachable precompiled modules, so you 
can use certain JForth resources without 



adding them permanendy to the Forth 
dictionary. Among the modules are a set 
of Amiga Includes, an assembler and the 
disassembler. Source code for the 
modules and for the code to create new 
modules from your own code is included 
on the JFortli distribution disks. 

Incidentally, the disassembler is not 
limited to the JForth image. Nor is the 
power of words like ! (store) DUMP and 
@ (fetch) limited to the JForth image. The 
JForth programmer can wander around 
die memory like a worm, "peeking and 
poking" at will. (Watch out for collisions 
with system structures!) 

JForth actually has two assemblers, 
one "tradilional" reverse-polish Forth- 
style assembler, and one featuring 
Motorola forward syntax widi local 
labels. Use the one which suits your 
needs. The Motorola syntax assembler is 
especially useful in writing code words 
or stand-alone routines such as interrupt 
handlers. Tlie advantage of the reverse- 
polish Forth-scyie assembler is that one 
can resort to assembler right in the 
middle of a high-level Forth definition 
without any "magic handwaves". 

Anotlier gratifying feature of the 
JForth interpretive/compiler environment 
is that JForth has F-key mapping and 
command-line history and editing like 
that provided by the shell. The F-keys 
come premapped to such useful words 
as INCLUDE and MAP, but this can be 
changed at any time by the programmer. 
As usual, the source for these items 
which comes precompiled in the recom- 
mended development image is included 
on the distribution disks. 

JForth Professional comes with a 
laser-printed manual of about 300 pages 
in a three-ring binder. The various 
features of tlie system are described in 
detail. There is a tutorial for beginners in 
Forth, and a glossary of the JForth 
vocabulary. ODE, Amiga system calls, 
and the JForth version of C suuctures are 
all carefully documented. 

JForth is the brainchild of Phil 
Burk, Brian Donovan, Mike Haas and Jim 
King. Phil and Mike recently used JForth 
and an Amiga to win S1,000.00 and the 
tide of World's Fastest Programmers at 
the Realtime Programming Convention 
last November in Anaheim, CA, 

The World's Fastest Programmer 
Contest required entrants to bring their 
own hardware and software and use it to 
program a "Mystery Gizmo" controller to 
wave a sawblade around in die air while 



a set of LED's flashed out "THE RAIN IN 
SPAIN FALLS MAINLY IN THE PLAIN". 
With JFordi and the Amiga as their 
development platform, Phil and Mike 
had the one grand in the bag in a litde 
over an hour, while other programmers 
were fuming, fijssing, and burning out 
the delicate stepper motors of the 
Mystery Gizmo. 

JForth Professional is alternatively 
known as JFortli 2.0, the culmination of 
diree years of debugging, improvements, 
extensions, and optimization of the 
original JFordi 1.0. Thereby hangs die 
tale. 

In 1986 when JForth 1.0 was first 
announced, the ads promised, among 
other things, "Optimizing Target Com- 
piler" and free upgrades for the cost of 
media and postage and handling. Early 
purchasers eventually received tlie 
upgrade to \'ersion 1.2, which up to now 
has been the latest commercial release of 
JForth. However, die optimizer was not 
forthcoming, so to speak. In its place 
was a Turnkey utility that stripped the 
diaionary headers from the system, dius 
manufacturing a legally distributable 
object that did not constitute a redistribu- 
tion of the underiying JForth system. 

However, the object was not auto- 
matically optimized, and die programmer 
had to very carefully compile a minimal 
image by recompiling die system 
upwards from the kernel to achieve a 
distributable object of reasonable size. 
Furthermore, there was no way to shrink 
die kernel itself, meaning that any JForth 
program had a minimum size of about 
70K. 

CLOiSTE, however, is the promised 
goods, and does indeed produce objects 
as small as about 2 1/2K. However, 
much has changed with JForth other dian 
CLONE, and Delta Research came to 
market with the gready expanded JForth 
Professional system, JForth 2.0, offering 
$50.00 upgrades to registered 1.2 owners. 

At this point, some of die eariiest 
buyers who had purchased on the basis 
of the original ad (whidi had been long 
cancelled even before version 1.2 was 
available'' contacted Phil Burk of Delta 
Research and asked why Delta should 
not keep its original commitment to a 
target compiler. I'hil responded by 
offering a CLON'E-only upgrade to 
registered 1.2 owners for SIO.OO, which 
includes the cost of media, postage and 
handling. This reviewer, who has 
followed and owned JForth since version 
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1.0, is glad to see Delta honoring its early 
advertisements. 

JForth has its quirks, some appar- 
ently rooted in the collective personality 
of the Delta team. While JForth is 
advertised as "Forth 83 Standard". This is 
an impossibility. The 1983 Standard 
(unwisely, in many opinions) defined 
Forth in terms of l6 bits. A 32-bit Forth 
cannot be 83-Standard, though it may 
resemble the sundard quite closely from 
the programmer's point of view. 

Further, philosophical differences 
between Delta and certain trends of the 
Forth 83 Standard led to some anomalies: 
NOT in JForth is a logical Boolean NOT 
instead of the bitwise NOT prescribed by 
the 83 Standard. Division is floored to 
zero CO) in JForth, instead of towards 
negative infinity, which is the 83 
Standard. The familiar division operator 
UM/MOD is missing and is replaced by 
U/ which operates in a slighdy different 
manner. 

Delta Research has not been alone 
in its conflict with the 83 Standard. The 
world's largest Forth vendor, FORTH 
Inc., has never totally reconciled itself to 
the 83 Standard. The question may soon 
be moot. The Forth language is in ANSI 
X3J14 procedure right now, and if 
anything may be gleaned from the BASIS 
documents leaking out from the commit- 
tee, the ANSI Standard Forth to emerge 
in 1990 or 1991 will contain radical 
departures from the 83 Standard, which 
later was very heavily tilted towards 16- 
bit micros. 

In any event, the Fortli standard is 
currently undergoing revision at the ANSI 
level to deal with the problems vendors 
faced as Forth grew^ beyond the horizons 
envisioned by the 1983 Standards 
committee. As a rooter on tile sidelines 
of the current Standardization effort, it is 
my observation that JFonh substantially 
conforms to the functionality of the still- 
evolving ANSI Standard BASIS. 

Some of the observed anomalies in 
JForth are addressed by the JForth 
loadable multi-standard package which 
allows the programmer to go back all the 
way to FIG Forth if desired, but anyone 
intending on porting code from other 
Forths should be aware that the old saw, 
"If you've seen one Forth, you've 
seen... one Forth" is not ready for 
retirement quite yet. 

Experienced Forth programmers 
will have mixed feelings about the 
absence of local multitasking in JForth. 
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Phil and Mike feet local multitasking is 
inefficient on the Amiga; they recom- 
mend using the Amiga Exec facilities for 
spawning child processes. Your corre- 
spondent favors the syntactic conven- 
ience of Forth-style local multitasking 
and hopes to prevail upon the Delta 
gang to hook up all ±e stubs they 
purposely left in the kernel for local 
multitasking. Those stubs include full 
implementation of local variables, and 
make it possible for the programmer to 
install local multitasking on his own! I 
may try it Real Soon Now. 

However, not one of the quirks of 
JForth renders the system unusable or 
even difficult to use. Forth programmers 
just tend to be eccentric and opinionated 
(talk to me sometime), and the Delta 
gang is no exception! 

Most important, I caimot envision a 
more suitable environment for program- 
mers unfamiliar with the Amiga system 
resources to pleasantly and efficientiy 
explore the intricacies of the Exec- 
Intuition-AmigaDOS universe. The value 
of die interpretive layer, combined with 



the compact syntax of Forth and the 
blazing execution speed of JForth, 
should not be taken lighdy by Amigans 
nor professional Forth users. 
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Amazing Programming 



They slice, they dice, 



they make using gadgets in Assembly a breeze! 



Glatt's Gadgets 



byJeffGlatt 

In my last article "Getting Started in Assembly" (AC V3.12), 
I presented a skeletal example program that used Amiga 
libraries, windows, and menus, and communicated with 
Intuition. In this article, I wiU add some gadgets to the window. 

Gadgets are visual items inside windows and requesters 
which can be manipulated by the user to enter data. There are 
several types of gadgets. Some are system gadgets, and are 
primarily used by Intuition. The small box at the bottom right 
comer of some windows which lets you resize it with the 
mouse select button, is an example of a system gadget. So are 
the front and back depth-arrangers, the window-close box, and 
drag bars. You can add any of these gadgets to any window 
that you open by specifying certain flags in the newWindow's 
window flags field. For a list of window flags, see the "Libraries 
and Devices" section of the ROM Kernel Manual (page D-154, 
beginning at line 794). 

There are also application gadgets. These are gadgets that 
you must define yourself. You need to set up various structures 
that define what each gadget does, what it looks like, and 
where it will be located. The three types of application gadgets 
are string, boolean, and proportional gadgets. String gadgets are 
used to enter text from the keyboard. They are commonly seen 
in file requesters, where they are used to type in specific 
filenames. Boolean gadgets have only one of two states: 
selected or unselected. Think of them as switches. An example 
is a gadget labeled "CANCEL" or "OK" seen in various DOS 
requesters. Proportional gadgets look like "sliders" or "faders." 
They have a knob that moves around inside a closed box. An 
example of this is tlie key-repeat slider in Preferences. 

An example of a gadget structure is myl'otGadget in 
Listing One. The first LONG in the structure is the address of the 
next gadget in the same window or requester. You create a 
linked list of gadgets by having that next gadget's NextGadget 
field point to a third gadget, etc. When you finally get to the last 
gadget in xhe window, its NextGadget field must be zero. 

The next two WORDS of the structure describe where to 
place the gadget (relative to the top left corner of its window or 
requester, unless you specif^' GRELBOTTOM or GRELRIGHT 
flags, which represent how many screen pixels to move to tlie 
left and down, respectively), If you specify GRELBOTTOM or 
GRELRIGHT, then the two numbers are negative offsets from 
the the window's right and bottom borders. The advantage of 
using these is that if your window has a WINDOWSIZING 
system gadget, then your application gadgets will "move" with 
the window as it is resized. Otherwise, tlie gadgets might 
"disappear" as the window is made smaller. 



The next two WORDS are the width and height, in screen 
pixels, of the gadget select box. Note tliat this is the size of a 
rectangular area in which the user can "click" to select the 
gadget. This does not determine the size or shape of the 
gadget's graphics. An Intuilmage or Border will do that. 

If you skip tlie next two WORDS of the structure, you'll 
see a field labeled Type. This is where you describe what type 
of gadget you're dealing with. A list of gadget types can be 
found in the "Libraries and Devices" section of the RKM (page 
D-148, beginning at line 332). Since this is an application 
gadget — as opposed to a system gadget like the drag bar — ^'ou 
need to CLEAR bit 15 of this WORD, Also, this gadget is for a 
window — as opposed to a requester — so you should CLEAR bit 
12, as well. You want die gadget attached to the window, and 
not to the screen, so bit 14 is CLEARed also. Since this gadget 
won't be placed in the window's border, you don't need 
GIMMEZEROZERO borders, so bit 13 should be CLEARed. Here 
are the bits to SET for each of the available types of application 
gadgets; 

BOOLEAN GADGET Bit 

PROPORTIONAL Bit AND Bit 1 

STRING GADGET Bit 2 

Since myPotGadget is intended to be a proportional 
gadget, I SET bits and 1 . In the gadget structure is a Flags 
field. A list of available flags, their hex values, and what they do 
can be found in the "Libraries and Devices" section of the RKM 
(page D-147, beginning at line 248). 

I already mentioned GRELBOTTOM and GRELRIGHT. 
There are two other similar flags, GRELHEIGHT and 
GRELWIDTH, These change die gadget's height and width, 
respectively, as the window is resized. If your window doesn't 
have a resizing gadget, then these four flags w^Ul not be of any 
use to you. 

Bit 7 of the Flags field is used by Intuition to indicate 
when a gadget is being selected. It is SET while selected, and 
CLEARed when un-selected. Your program can test this bit if it 
wants to know^ if a gadget is in selected state. 

If you want a special "design" in the un-selected state, you 
must create tlie image data (using an hnage editor), place the 
data in CHIP memory, initialize an Intuilmage structure, and 
store that stmcture's address in the GadgetRender field of the 
gadget. Ln myPotGadget, I supplied my own image for the 
knob. An Intuilmage structure called myPotlmage has been 
initialized, and the actual data for the image is at die label 
PotlmageData. This data must be placed in CHIP memory', but 
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the gadget and image structures do not. I will allocate CHIP 
memory when the program is run, and copy PotlmageData to 
this CHIP memory block before opening the window. 

A good place to add this allocation is in the openjibs 
routine from my last article's code. At label B3, add the follow- 
ing code: 



B3 moveq 


#36, dO ;the # of bytes in PotlmageData 


moveq 


#3,dl ;mear.s ''give me PUBLIC, CHIP memory 




; SysBase already in a6 


jsc 


_LV0AllocMem(a6) 


move . 1 


dO,iriyPotImage+10 ; store the address of the 




.-block in our 




;lntuilmage structure's 




,-ImageData field. 


beq.s 


BIO ,-If no memory, we'll have to exit 




;^±±=Now copy PotlmageData to this 




;CHIP mem 


lea 


PotlmageData, aO 


movea.l 


dO,al 


moveq 


#36, dO 


CPYI move.b 


(aO) + , (al) + 


dbra 


dO,CPYI 



This is added right after the call to FindTask. _SysBase is 
still in a6, and your window hasn't yet been opened. 

Note the attributes in dl sent to AllodVIem. Setting Bit 1 
means "give me CHIP mem," and setting Bit means "make it 
known to other tasks and interrupt code." There are other 
specifications that you can make. Setting Bit l6 wiU automad- 
cally give you a block tliat has been initialized to all zeroes. You 
could set bit 2 if you wanted FAST mem, but do not do this 
unless you are certain that your Amiga has expanded memory 
(more than 512K). If you don't set bits 1 or 2, Exec will try to 
get FAST mem first, and dien CHIP mem if FAST is unavailable. 
If you set bit 2 (FAST), and your Amiga has only 512K, then the 
allocation will fail (i.e., return zero). 

Note that I am storing the address of the returned block in 
myPotlmage's ImagcData field. The remaining fields in myPotl- 
mage describe the size of the image, the address of a Nextlmage 
structure linked to it (not needed here), and some variables that 
describe how the image is to be rendered. A short explanation 
of this can be found in the "Libraries and Devices" section of 
the RKM (paeg D-151, beginning at line 536). Also note that die 
GadgetRender field of myPotGadget contains the address of 
myPotlmage's structure. 

You'll also need to de-allocate the CHIP memory when 
you exit the program. Add these lines at label CO (at the 
beginning of quit_all): 



CO 



movel 




myPotImage+1 , dD 


beq.s 




CI 


movea 


1 


dO,al 


moveq 




#36, dO 


movea . 


1 


SysBase, a6 


jsr 




LV0FreeMem(a6) 



If your assembler supports it, you can declare the data as 
CHIP memory right in the assembly listing. This way, you won't 
have to allocate CHIP memory and copy the data into it. You do 
this by placing an assembler directive before the image data, 
like this: 

SECTION Imagedata, DATA, CHIP 
PotlmageData .-put your data here 



The SECTION statement is not a 68000 instruction. It is a 
special command that your assembler carries out when it 
assembles tlie code. After the CHIP data, you should put 
another SECTION statement without the CHIP specification. 

SECTION notimage,DATA 

Instead of an image, you can use a border to create the 
gadget graphics. In this case, the GadgetRender field must point 
to a Border structure, radaer than to an Intuilraage structure. 
You'll also need to supply the data describing the points in the 
border, but it doesn't need to be in CHIP memory. 

An example of a border structure is mySirBorder. The first 
two words give the X and Y coordinates of the border's origin. 
This position is relative to the gadget's top left comer. By 
specifying (-4,-3), I put die initial pen position 4 pixels to tlie 
left and 3 pixels up from the gadget's top left corner. The next 2 
bytes are the Fore and Back pens. Remember, with a Work- 
Bench screen there are 4 choices (0 to 3). The Drawing mode is 
JAMl. The count field tells how many pairs of points there are 
in the border data. Each pair of WORDS of tlie data represents 
the X and Y coordinates of a point. The vector field is the 
address of the actual data points. For example, since the first 
two words of StrPts gives (0,0), the first point will be at the 
origin. Intuition draws lines between aU the points in the array. 

You tell Intuition whether the GadgetRender field is 
pointing to a Border or to an IntuUmage structure by CLEARing 
or SETting the GADGIMAGE bit (#2) of the gadget's Flags. If 
you leave die GadgetRender field 0, then no imagery will be 
displayed for the gadget. I SET die GADGIMAGE bit of 
myPotGadget's Flags, since I supplied an image, radier than a 
border. On the odier hand, for die string gadget, mySttGadget, 
the GadgetRender field points to a Border structure, so 
myStrGadget has its GADGIMAGE bit CLEAR. (Note: For some 
reason, Intuition will not allow the use of a Border structure 
with only proportional gadgets. You can use an Intuilmage.) 

The gadget structure has a SelectRender field that is used 
in conjunction with tlie following Flags to inform Intuition hov/ 
to display the gadget when die user clicks on it: 



Complement the colors. 
Draw a box around the gadget' s 
image. 

Use the alternate image or border 
(which you must supply) , 
Don't change the gadget in any way. 



You need to choose one of the above. If you want 
GADGHIMAGE, then you must create the image or border data, 
along widi its associated stnicture. If you used a border for 
GadgetRender, then you must use a border for SelectRender. 
The same is true for an Intuilmage. You store the address of this 
Intuilmage or Border structure in the gadget's SelectRender 
field. If you prefer GADGHBOX, GADGHCOMP, or 
GADGNONE, dien set SelectRender to zero and don't bother 
widi anytlitng else. For these diree, you don't need a border or 
image. GADGHCOMP changes the colors of the gadget when it 
is selected. GADGHBOX draws a box around the gadget, but 
this really works only for Boolean gadgets. Furthermore, string 
gadgets only allow GADGHCOMP or GADGHNONE as the 
highlighting mode. GADGHNONE doesn't change the gadget at 
all when it is selected. 



GADG.ICOMP 


(SOOOO) 
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GADGHIMAGE 
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* St.'an any directory 
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^ Gel disk infonmalion 
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Circle 15S on Reader Service card. 

Note that I have chosen GADGHCOMP as ihe highlighting 
mediod for myPotOadget. One of the fields in the gadget 
structure is for Activation flags. These determine what messages 
Intuition will send when the gadget is selected, in use, and un- 
selected. Here is a list of the bits that can be set to enable 
certain features: 



Mame 

RELVEBIFY 



SAQGIMHEDIATE 



Bit # Function 



POLLOHHOUSE 



RIGHTBORDER 
LEFTBOBDER 
TQPBORDER 
BOTTOMBORDER 



lOGGLESElECT 



STRIKGCENTER 
STRIHGRJGHT 



9 
10 



Intuition sends a GADGEtUf {release) if 
the House pol.nter was over the selected 
gadget when the user released the mouse 
button. 

Intuition sends a GADGETDOWN (selected} 
as soon as the mouse is clicked on the 
gadget. (No MOUSEBUTTON is sent here.) 

Tells Intuition to end (cancel) a 
requester or AbsHessage when gadget is 
selected. 

Useful for proportional gadgets. Sends 
House move messages while the gadqet 
is selected. 

If you placed the gadget **along** the 
botdeir of the window (like workbench's 
dislt full indicator), set the bit of the 
border that you want adjusted to 
"encompass" the gadget. 

Toggle the gadget's Select bit (t7) 
statein the flags field each time the 
gadget is selected. 

String gadgets require you to supply a 
buffer into which Intuition can dump the 
user's keyboard input. These two indicate 
where in the buffer to place the cursor. 



ALTKEYMAP 



This String gadget ndicaces that the 
user input is going to be an ASCII 
string of numbers which Intuition should 
co.'^vert to d LONG and place in the 
Stringlnfo's Longint field. 

This string gadget means that you have 
supplied an alternate keynap. 



For myPotOadget, I want to know when the user selects it 
(GADGIMMEDIATE), I want to be sent mouse position mes- 
sages (FOLLOWMOUSE), and I want to know when the user 
releases it CRELVERIFY). For proponional gadgets, the mouse 
doesn't have to be "over" the gadget when the button is 
released. So what Intuition is going to send me is the following 
(in tliis order): 

1.) One GADGETDOWN message when myPotGadget is 

selected, 

2.) Mouse move messages while the user moves the mouse 

around, 

3,) One GADGETUP message when the user finally releases. 

Note that in order for FOLLOWMOUSE to work correctly, my 
window's IDCMP flags must have set MOUSEMOVE, and the 
window Flags REPORTMOUSE. 

There is a field in the gadget structure for GadgetText, 
This is tlie address of an IntuiText structure (with its TopEdge 
and LeftEdge relative to the gadget's top left comer). This is for 
you to add text to the gadget. I chose to add the word "POT" 
beneath the proportional gadget. 

There is a field in the gadget structure labeled Speciallnfo. 
This field holds the address of a special structure. "When you're 
using proportional gadgets, this must be a Proplnfo stnicture. 
When you're using string gadgets, this must be a Stringlnfo 
structure. For boolean gadgets, this field should be zero. 

An example of a Proplnfo structure is myPotPropInfo. The 
first WORD in the structure describes the PotFlags. Here are the 
bits to set for various flags: AUTOKNOB (Bit 0), FREEHORIZ 
(Bit 1), FREEVERT (Bit 2), PROPBORDERLESS (Bit 3), 
and KNOBHIT (Bit 8), 

If you SET AUTOKNOB, you do not have to allocate and 
initialize CHIP memory for the knob as I did with myPotGadget. 
You still need to have an Intuilmage structure (like myPotl- 
mage) and store its address in the gadget's GadgetRender field. 
But you needn't create any image data, copy it lo chip memory', 
and store the address of the CHIP mem in the Intuilmage's 
ImageData field. Intuition will do diis, tlius supplying you with 
a default knob, (Also, you don't have to initialize the Intuilmage 
structure.) 

FREEHORIZ means that the slider will be laid "on its side" 
and the knob will move across the screen left or right (along the 
Y-axis). FREEVERT means that the slider will be "stood upright" 
and the knob will move up and down (along the X-axis). You 
can specify both, and tlie knob will have 360-degree mobility'. 
An example of this is the screen-position gadget in the middle 
of WorkBench's Preferences screen. 

The next two WORDS are the HorizPot and VertPot fields. 
These two fields hold tlie current (X- and Y-, respectively) 
position of the knob within tlie slider. This will be a \'alue from 
to 65,535, with being the position closest to the bottom of 
the .screen for FREEVERT, or the position farthest to die left for 
FREEHORIZ, For myPotGadget, I have chosen FREEHORIZ (left 
and right movement only), so tlie HorizPot field contains the 
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information I need. I could use this value to determine the value 
of a certain variable in the program, or perhaps use it to 
determine the current position in a list. Many times, you won't 
need the full range of values from to 65,535, but regardless of 
the dimensions of the gadget, you always get tliis range. You 
need to scale the value for your use. The last six fields 
(WORDS) of the Proplnfo are for Intuition's use. 

An example of a Stringlnfo structure is myStringlnfo. Tlie 
first LONG is the address of a buffer into which Intuition will 
place the user's input. The second LONG is the Undo buffer 
used by Intuition. This is optional (for no Undo, set it to NULL), 
and enables Intuition to restore the previous contents of the 
string gadget when the user presses [right Amigal-Q. 

The next WORD is the character position where the cursor 
should appear when selected. After tliat is the maximum 
number of characters (including die NULL terminator) which 
can be placed in the buffer. Make your buffer (and Undo) this 
length. The next WORD is the position within the buffer of die 
first character to display. The following variables are used 
mainly by Intuition. You may determine how many characters 
are in tlie buffer by examining the NumChars field. The Longint 
field is used if you specified LONGINT in the gadget's flags. 
After the user types in an ASCII string of digits (with an optional 
leading sign), Intuition will convert the string into a SIGNED 
LONG and store it here. The last field is for supplying your own 
custom keymap if you have set the gadget's ALTKEYMAP flag. 

Going back to the gadget structure, there is a field for 
MutualExclusion. This has not been implemented as of Work- 
bench 1.2, so I suggest you ignore this unti! Commodore 
updates the OS. If you want to implement your own form of 
mutual exclusion, tlie Enhancer manual with 1.2 gives an 
example (in that awful language known as C). You'll have to 
turn it into real code via a non-real-time interpreter (commonly 
known as a compiler). 

There is a field for the gadget ID. This can be any number 
(of your choice) from to 65,535. You should pick a unique 
number for each gadget, and it is a good idea to reserve for 
any CANCEL gadget. When receiving a GADGETDOWN 
IntuiMessage, you can extract the LAddress field (the base of tlie 
gadget structure that was selected), and get die gadget's ID in 
order to determine which gadget is in effect. 

The last field in the gadget structure is for UserData. Since 
Intuition ignores diis, you can use this LONG for any purpose 
you like. 

In order to have your gadgets attached to the window, we 
need to store the address of the first gadget in the list 
(myPotGadget) in the newWindow's FirstGadget field before 
opening the window. Simply change the in the original listing 
to myPotGadget. Adding or removing gadgets from an already 
opened window can be accomplished with Intuition's 
AddGadget and RemoveGadget. 

Add the code in Listing One to the code in the last article, 
and you should see four gadgets when the window is opened: 
two proportionals (one with AUTOKNOB placed in the border 
of the window and a size relative to the window's), a String, 
and a boolean gadget. Of course, we still have not written a 
handler for the MOUSEMOVE, GADGETUP, and GADGET- 
DO'WN messages that Intuition is sending, but we'll do diat next 
month. For now, experiment with positioning, sizing, and 
adding gadgets, as weU as with changing imagery, borders, and 
IntuiText. 



Discover Whats New 

for the AMIGA at 
The Memory Loc ation 




396 Washington Street 
Wellesley, MA 02181 

(617) 237-6846 

AMIGA Experts! Nothing but the best. 

Satisfaction guaranteed. 

Come in and try-out all the latest software, 

hardware, and accessories. 

Your full service AMIGA dealer. 

Store hours: Mon.-Thur. 10-6 Friday 10-8 
Saturday 9-5. We ship UPS, Mon.-Fri. 



circle 107 on Reader Service card. 



Assembler Listing 



myPocGadgetl: 


dc 


1 


myPotGadget 


linked 


list) 


dc 


w 


125 


dc 


w 


160 


dc 


w 


250 


dc 


w 


10 


dc 


w 


4 



dew SB 

dew 3 

del tnyPotleagel 

del 
in CHIP mem) 
del PotTxt 

del 

del myPotPropIn 
dc.v 
del Q 
mYPQtGadget2: 

del myStrGadget 
dc.H -15 
dew 10 
dew 15 
dew -19 
dew S50 
dew SB 
dew 3 

dc.l myPotIiiiage2 
del 
dc.l 



2 ;NextGadget (address of Next Gadget in 

; LeftEdge 

; TopBdge 

,- Width 

,- Height 

; Flags = GADGHCOKP I GADGIMAGE 

.-Activation = GADIt*EDIATEI FOLLOWMOUSE 

i RELVERIFY 
;Type = PROPortional 
.-GadgetRehder (address of this gadget's 
image structure! . 
.•SelectRender (If not NULL, supply an image 

.•GadgetText (an IntuiText structure for 

this gadget) 
;MutualExclude 
fol ;SpecialInfo 

.■ID (should be different for each gadget) 
.-UserData, if any 



.-Flags = GRELHEIGHT I GRELRIGHT I GADGCOMP 
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Circle 104 on Reader Servlca card. 



del 

del niyPot?ropInEo2 
dew 1 
del 
myStrGadget: 



Booli'ts : 

dew 60,10,60,0,0,0,0,10,61,10,61,1,62,1,62,11,1,11 
BoolBorder: 

dew 0,0 

deb 2,0 

deb 

deb 9 

del BoolPts 

del 



PotTxt deb 1 
deb 
deb 
deb 
dew 3 
dew 12 
del TextAttr 
del POT 
del 

myPocPropInfol: 

dew 2 

dew 

dew 

dew 16334 

dew 

dew 0,0,0,0,0,0 
myPotP ropinf o2 ; 

dew 5 

dew 

dew 

dew 

dew 

dew 0,0,0,0,0,0 



;FrontPen 

;BackPe:i 

; JAMl 

;Pad byte 

,'LeftEdge 

; TopEdge 

,-Font Attribute 

;ptr to String 

;Next1eKt, if any for this gadget 



;PotFlags = FREEHORIZ 

.-HorizanPot 

(VertPot 

;Hori20n3ody 

,-VertPoc3ody 

,- Intuition' s Variables 

;PotFlags - FREEVERT I AUTOKNOB 



myP ot Image 1; 



dew 
dew 
dew 
del 
deb 
deb 
del 
myPotImage2: 
ds.b 20 



0,0 
4B,6 
1 

1 





;LeftEdge, TopEdge 

.-Width, Height 

; Depth 

jlmageData (must point to a CHIP mem block.) 

;PlanePick. 

.-PlaneOnOff 

,-NextImage 

; Since an AUTOKNOB, we don't initialize 
;nor do we need any image data. 



del 
dew 
dew 


myBoolGadaet 
127 
185 






myStringI 
del 
del 


nfo: 
StrBuffer ; Buffer 
UndoBuffer .-optional UndoBuffer 


dew 
dew 


283 
9 








dew 
dew 




40 


;Buf ferPos 

.-MaxChars {inc NULL) (you determine this) 


dew 





; Flags = GADGHCOMP 






dew 





;DispPos 


dew 


1 


,-Aotivatlon = RELVERIFY 






dew 


0, 0,0, 0,0 


;for Intuition 


dew 


4 


;Type = STRING 






del 







del 
del 


myStrBorder 







del 
del 






,-Longlnt (for string integer gadg) 
;AltKeyMap (optional) 


del 

















del 











StrBuffer 


ds.b 40 


;40 byte buffer 


del 


KiyStringln 


fo 






UndoBuffer ds.b 40 


; for undo (optional) 


dew 


2 








StrPts: 






del 











dew 


C, 0, 237, 


, 287, 12, 0,12, 0, 1,286, 1,286, 11, 1,11, 1,1 


myBoolGadget: 
del 


jThis field ia in the 


last 


gadget 


myStrBorder: 
dew -4,-3 


•initial xy offsets, gadget relative 


dew 


20 








deb 


1,0 


•ForePen = 1, BackPen = 


dew 


160 








deb 





-DrawMode 


dew 


61 








deb 


9 


Count 


dew 


11 








del 


StrPts 


•Vector 


dew 





; Flags = GADGHCOMP 






del 





-NextBorder 


dew 


SlOl 


.•Activation = RELVERIFY 1 TOGGLESELECI 








dew 
del 


1 ,-Type = BOOL 
BoolBorder 






PotlmageData: ;Thls data needs to be in CHIP mem 


del 











dew 


-1,0,-1,-1 


0,-1,0,-1,0 


del 











dew 


0,-1,0,-1, 


3,-1,-1,0,-1 


del 

















del 











POT 


deb 


'POT' ,0 


dew 


3 














del 















•AC- 
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The Command Line 




^ / Enhancing the command line environment 



by Rich Palconburg 

This month I will continue coverage of Tshell, a new 
Amiga program that will enhance tlie command line environ- 
ment. Because of the depth of this program, I have chosen to 
spread this reviev/ over two issues rather than just wasliing over 
tlie highlights in a single article. We continue this month witli 
the path command. 

The TsheU PATH command initially gets a list of the paths 
currently established by AmigaDOS. Directories added to the 
search tree using the Tshell PATH command will only t>e seen 
by the shell. The new paths are not returned to the operating 
system. 

i path path_one path_tMo path_three 

In the current implementation, there is no provision to remove a 
path from the list or change the order of priority. 

The PHI command is similar to die AinigaDOS CHANGE- 
TASJCPRI command, but it also lets you use the task ID number 
displayed by the TASKS command (covered later) to identify the 
process to change. This is especially handy for tliose programs 
that are begun in a detached CLI at a high priority. The Tshell 
TASKS command can display the ID number used by the 
system; the PRI command may be used to change its priority. 

The PRINT command is a powerful facility for sending 
data to the printer. 



PRINT 


ConimiincI Line Option.s 


b 


Boldface 


c 


Condensed 


d 


Double strike 


e 


Elite 


E 


Enlarged 


i 


Italics 


1 


Letter quality 


P 


Proportional font 


h 


Print the file name at the top of each page 


s 


Skip count at bottom of the page 


q 


Ignore escape sequences (see betow) 



A text file may be formatted with embedded escape 
characters to perform the functions shown above plus: 

\s Subscript 

\S Superscript 

\u Underline 

\n Restore to default mode {determined by command line parms) 

The backslash character starts an Escape sequence. 

If more than one print job is submitted, the others wait in 
a loop, checking the availability every ten seconds. If the printer 
is still busy after approximately 15 minutes, the job will exit and 
a message will be displayed. Unfortunately, a small procedure 



must be defmed to execute print in the background as it does 
not do this by default. If no file name is given, tlie PRINT 
command may be used much like a typewriter. 

The PRINTF command can be used to produce formatted 
output. The syntax of this command is similar to its C language 
equivalent. At present, only the %s specifier is operational. 

The PROCS command lists currently defined alias proce- 
dures. This is handy for procedures you may define on-the-fly 
and would like to save to a file to be used later. By redirecting 
the output to a file, you can redefine the procedure by execut- 
ing that file. Procedures, and script programming in general, are 
a complex part of Tshell. If there is any reader interest, let me 
know and I will cover the topic in greater detail in the future. 

The PS command is similar to the AmigaDOS STATUS 
command. It produces nearly the same output. If the -I switch is 
supplied, the PS command will also display the task ID associ- 
ated with each process. 

The PWD command is used to display the current default 
directory. This is necessary because, as we learned last issue, 
tlie CD command entered alone will return us to the starting 
directory, or tlie HOME directory if defined. It is easiest to re- 
member this command as "print working directory". 

The READ command captures input from the keyboard 
and stores that data in a variable. Tlie newline character 
(Carriage Return) is seen as the terminator. 

The RECEIVE command adds a new dimension to the 
already robust Tshell environment. This command causes the 
current shell to wait for information on its public message pon. 
This port may be used for interprocess communication and to 
pass information between CLI processes with the aid of the 
companion command, SEND. The SEND command uses the 
name of the public message port of another process to commu- 
nicate. The IPC messages are implemented as ARexx -compatible 
RXCOMM messages with the RXFF_TOKEN flag set. String and 
function message types may be supported in a future release. 

It is often convenient to have some means for passing 
multiple arguments to a command and to be able to selectively 
choose from a list of supplied values. The Tshell SHIFT com- 
mand gives us tliis flexibility. Each supplied value is indicated 
by a numerical variable prefaced with a dollar sign. For ex- 
ample: 

so SI S2 S3 S4 $5... 

POSITION ZERO is the name of the command issued. 
The positions that follow will hold tlie parameters used with the 
command. To select from this list you need only supply the 
SHIFT command with a positive or negative increment value 
such as; 

) shift 3 



Amazing Computing V4.10 ©1989 



93 



Tliis command also returns a value that may be used to 
determine the current position in the parameter list. 

The SLEEP command is a simple way of pausing execu- 
tion for a given number of seconds. 

The STACK command is functionally simUar to the 
AmigaDOS STACK command. If a value is given, the stack size 
will be altered to this value. Otherwise, the current stack size is 
displayed. 

The following commands are similar to their C language 
counterparts. They are used to manipulate character strings in a 
variety of ways. 

STRCAT Joins Strings together as one 

STRCSPN Returns the position of a character within a string 

STRLEN Returns the length of the specified string 

STRSUB Returns a substring within a string 

By combining these commands in various ways, you can 
extract and manipulate information from variables. To exercise 
these (and at the same time provide me witti some useful 
routines), I wrote some procedures to give me a UNIX-type of 
login facility. The following scripts are neither elegant nor very 
secure, but they do demonstrate some of the features available 
in TsheU. This provides me widi several captive environments 
that set up aliases and defaults needed for several programs. 
Since i have hard drives on my system, I'm not too fond of the 
multiple start-sequence route. In a production environment, 
booting the system every so often is an unacceptable option. 
The procedures shown let me set up separate processes with 
specific characteristics. 

The following file handles the logins: 

cd SYS: 

echo -n "\n\e!31mlogin: " 

ulogin = 'read" 

if {ulogin == "") ; login 

echo -n ^^password: \e[30ni" 

upasswd = 'read^ 

uid = 'grep -f Sulogin sipasswd' 

if (uid == "") ; echo "\e[31rainvalid login" ; login 



un = 
pw = 

gp = 
td = 

ds = 

upl = 



'straub uid (strcspn uid 
'strsub uid (strcspn uid 



strsub uid (strcspn -n 2 uid 
strsub uid (strcspn -n 3 uid 
strsub uid (strcspn -n 4 uid 
'strsub -t ud (strcspn ud "!") ' 



(strcspn -n 2 


uid 


■!") ' 


M") (strcspn 


-n 


3 


uid "!") 


'!") (strcspn 


-n 


4 


uid "!") 


"!") (strcspn 


-n 


5 


uid "!") 



up = 'strsub upl (strcspn upl "!") ' 
if ( (l$upasswdS! == pw) ii. (ulogin =• 



{ 



un)) 
Logged on to Amiga on" 'date' 



echo ''\e[31irL 

echo "NnXnXn" 

clear -v ''upasswd" "pw" "ulogin" "upl" "ud" 

receive -n un # change the name of the port to the 

cd up 

if test -e .profile ; .profile 



( 

echo "\a\n\e [Blminvalid login" 

login 

1 



The following file handles logging out: 

echo "logged out on" " date" 

if (51 = "-C") ; exit ; echo "exit" 

else ; s; login 



The following file contains all clie user information checked on 
each login. Irs format is similar to that of a standard UNIX 
password file. 

rootlamigalO!//! /dhO/c/tsh! 

sys;pro!l!/dhO/systeml /dhO/c/tshl 

wp [writer ! 1 DO ! /dhl/wordper feet/ ! /dhO/c/tsh! 

sbp! gandalf ! 101 ! /dh2/superbase/ ! /dhO/c/tsh! 

cxfer!xferJ2aO!/dh2/tp/vax_xfers/!/dhO/c/tsh! 

cad! igr !201 I /dh9/introcad/ ! /dhO/c/tsh 1 

art ipainter! 300 ! /dhS/paint/ ! /dhO/c/tshI 

dtp; writer! 11 01/dhl/PageStream/!/dhO/c/tsh! 

mp! spread ! 400 ! /dh9/HaxiPlan/ ! /dhO/c/tsh! 

plog! igr ! 110 ! /dh2/superbase/ Intergraph/ ! dhO/c/tshI 

The fonnat used is: 

login_nanie! pas sword! group_number !hQme_di rectory! shell ! 

I have included a group classification for future use. The 
information in diis file is compared to that entered, if a valid 
login and password combination is found, tlie logiii script will 
look for a .profile file in the directory defmed in tlie 
home_directory field. If it exists, it is executed. Here is a sample 
.profile file for the wp login: 

# This is a USER login file to set up user specific Elias and 

such. 

* 

HOME = DHl: WORDPERFECT 

echo "\n\e[33m Welcome to Amiga WordPerfect\n\n" 

setfont Amiga 8 

assign BP: SHOME 

assign PRINT: HP 

assign docs: WP : DOCUMENTS 

assign books: Docs:Boo)ts 

tci := cd docs:general/artiGies 

wp s 

This file equates the HOME variable to the user directory, 
changes the font (WordPerfect gets ugly with anything otlier 
than an 8-bit font), and starts the program as a background 
process, indicated by the ampersand. This is much the same as 
saying RUN WP and is the recommended procedure for starting 
background processes. Why aU this? First, I have a dedicated 
command interpreter window tliat places me in the directory of 
tlie program I am using. Second, witli die HOME variable 
defined, I can move all over the disk and return to my login 
directory by simply entering "cd". The script then automatically 
sets up aliases, patlis, and logical names needed for die 
program. Using diis method, I can save on boot-up time by not 
having to assign every single thing each dme I boot. Liisdy, it's a 
simple way to establish a specific environment for different 
users — especially if they are not familiar with die computer. 

The TAIL command is extremely useful when you are 
reviewing large text files and need to see something towards the 
end of the fde. Normally, you would have to read dirough die 
entire file undl you reach the part in which you are interested. 
Entering "tail" with an optional numeric value will cause the 
entered value of lines from die end of the fde to be displayed. 
The default is 10. To see more (or less) enter a value such as: 

) tail -50 test.c 

This will print the last fifty lines of the file test.c. 
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The TASKS command lists the processes currently in the 
system. It is similar in some ways to the PS and AmigaDOS 
STATUS command except that it will list all tasks that are 
running. The other two commands will only display tasks 
associated with a CU process. The AmigaDOS Exec is the 
controller of the multitasking operating system. All processes are 
Exec tasks but not all tasks are CLI processes. Confusing, huh? 
The TASKS command gives us a more realistic view of what is 
currently running in the system. It's curious that the author 
chose to provide this as a separate command rather than 
including a "-e" switch to the PS command that would do the 
same tiling. This would keep tlie user interface closer to the 
UNIX shell environment that it emulates. This switch plus a "-f ' 
and/or "- 1" switch would make the PS command much more 
functional. 

The TEST command is nearly as complete as its UNIK 
counterpart but has several important differences. This com- 
mand may be used to determine several things about files, 
directories, and variables. 



'I'FST Command Suppoitecl Swilclies 



-S Size of the file 

-b Number of disk blocks in the file 

-t Modification time and date of the file 

-n Returns TRUE if the argument Is a number 

-V Returns TRUE if he argument Is defined os o shell vonoble 

-p Returns TRUE if the argument is defined as on alias procedure 

-e Returns TRUE if the file or directory exists 

-( Returns TRUE if it is a file 

-d Returns TRUE if it is a directory 

-X Returns TRUE if the file is on executable (binary load file) 

-R TRUE if it exists and has Read permission 

-W TRUE if it exists and has Write permission 

-E TRUE if it exists and has Execute permiffiion 

-A TRUE if the Archive bit is set 

-P TRUE if the Pure bit is set 

-S TRUE if the Script bit Is set 

-H TRUE if the Hidden bit Is set 



As you can see, this command has significant utility, UNIX 
purists will argue that an existing shell script will not work as 
expected if this command is used. Agreed. This is true of many 
of the Tshell commands. I would prefer that a greater degree of 
compatibility with the UNIX shells be maintained. The proper- 
ties that are necessarily unique to the Amiga could use either 
additional switches or new commands. 

If you intend to use existing UNIX shell scripts with Tshell 
(and that's likely to be the case), you will spend a significant 
amount of time in conversion. This is unfortunate given the 
power available. If you are just looking for a more powerful 
script execution environment for your Amiga, I think you will 
be very happy with Tshell. 

The TIME command may be used as a stopwatch. It will 
display the number of seconds that have elapsed since the last 
time it was reset with the "-r" switch. 

The TSH command is used to invoke a new shell. The fiill 
command line specification is as follows: 

tsh [-W] [-i[ij script] [-r ramdlskdir) [-s3 [-S] 
[-Lpixel] [-Tpixel) [-WpiKel] [-Hpixel] 

The brackets indicate optional parameters. 




More than just a Hard Disk Backup Utility 

py 

Rapidly copies directories and files to floppy disk 

17' AC 'T' Copies directories and files from Hard Di.';k lo Floppy Disk nt up to 1 
' /mJ * Meg;iBytc per minute. Can formal, verify, AND fill a new floppy disk 
wilh files in less time Ihan it takes AmigaDOS lo rormal a new disk! 

O A ITTT*-'''"^'' "^ ^^^ Backup rtograiTB this fast create NON siandard disks 
^^±!l£ftlut can only be U'ied by iheir program. NOf ExprcssCnjiy! &i)re.ss. 
Copy cTcatts -SID DOS disks tlial look jusi a-i If you had done a copy 
from your Hard Disk to floRiy. If youi Hard Disk fai led, tlK backup disks 
car be used NORNiUl-YI This gives you a SAFE and EASY way lo ac- 
cesss imponant files you backed up. 

figuiatjon files. Either Nonnal ot Fast File 
compatible disks can be written. Specifi- 
cally designed for effective multi-tasking. 
Backup restotalion can be done using any 
file copy program, your favorite Dtreclory 
Utility, or by E3[ptEs.sCopy's Restore pro- 
gram, 

EspressCopy has no copy protection and 
can be used from both the CU and Work- 
bench. 

Fully documented wilh a 65 page manual 
which includes a 25 page section with 
help and ideas on how you can better or- 
ganize and manage your Hard Disk, 



Select files by tlicir DaleSlanp, paliem 
matching, Archive Bil. and by source di- 
nxnory. All file attributes ([JalcStamp, Pro- 
lection Bits, and rileCommenl) are re- 
tained. Ojxions for setting the Archive bit 
for incienKntal backups, verifying ihe data 
wriHen to floppy disk, aixl estliroting the 
number of disks needed for the backup. Up 
to 4 copies of the backup disks can be cre- 
ated at a time, or disk.s can Ik pre-loaded in 
up lo 4 disk drives. New disks are automat- 
cially formatted and verified. Easy rccov- 
ery if a bad diskette is found, ftj-anicteis to 
be used for backups can be saved in con- 
All Ihese features and speed for ONLY: 

$44.95 us 



Express- Way Software, Inc. 

POBox 10290 
Columbia, MO 652054005 

(314)474-2984 



Requires an Amiga *iJi at least .SI 3k ram and Version 1.2of higher of AjnigsDOS 
Amiea. AmiffilX)S. and Worijlgnch are tradcnatts of CaTiTiixlora.Aniiga. Inc. 
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TSH Option.s 



-w Change the existing CLI window to a Tshell window. Take over 

this window. 
-i Start the shell and read "script', then pass control to the user 

-ii Same as -1. but exit at the end of the script 
-r Use a ctjstom RAM disk command directory 

-S Get input from the stondord input Instead of interactively 

-S Append each line of the command history to the file tsh.out. 

CUssful with -11 above) 
-L Lett pixel position of the shell window's top left corner 

-T Top pixel position of the shell window s top left corner 
-W Width of the shell window in pixels 
-H Height of the shell window in pixels 



The "-i" and "-ii" may be used to define a specific startup 
file to be executed. The "-ii" method is useful mainly for 
background shells. Tshell will also look for three other files 
when invoked. If they exist, the shell will execute each one. 

s:init.tsh lOnly read when the first shell is started] 

srdef.tsh [Always read] 

s:ninit.tsh [Read as a default file for the "-i" switch} 

The "-S" switch will cause the shell to get its input from 
some'where other than the command line. This is useful for data 
coming from the SER; port or other device. Most of the other 
switches are self-explanatory. 

The VARS command displays all currently defined shell 
variables. Since the variables are listed in the same manner used 
to define them, you can redirect the VARS command to a file, 
thus presenting a number of interesting possibilities. 
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"I've written the best and 
fastest backup program 
on the market.'* 

My name Is Walt Soden. I've been a 
programmer for thirty years, and I know 
how important it is to back up your hard 
disk. But when I looked for a good backup 
program for my Amiga, I found they took too 
much of my time managing tlie backup 
disks. I knew there had to be a better way— 
so I spent a year writing and perfecting what 
I sincerely believe to be the best 
backup software available. 



EZ-Backup 



Does what Quarterback can't. 

EZ-Backup does ALL the work. EZ-Backup 
knows which files to back up. how many 
versions to save, which to erase and wJiere 
they are in the backup set. So you only have 
to keep one set of backup disks, period. 
Your iiles will always be there, safe and 
sound--in the standard AmigaDOS format. 



A special offer. 

Is it the lowest price and the best value in 
backup software? You be the judge. EZ- 
Backup comes with free phone support. If 
you have any questions, just pick up the 
phone aiad you can talk to me personally. I'll 
send you a working demonstration copy of 
EZ-Backup (limited only in the number of 
files it can back up) for only $5.00. If you 
like It, then take advantage of the special 
discount oiler explained on the 
demonstration disk or you can buy the full 
version from your local Amiga dealer. If you 
don't think it's the best, most convenient 
backup software you've ever tried, send back 
the disk and I'll refund your five bucks. 



EZ-Soft. 10668 Ellen Street. El Monte, 
CA 91731. (818) 448-0779. 

Quarterback Is a trademark of Central Coast Software. 
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Discover something interesting? 1 


Need more information? 




Please use the Reader Service Card 


in every issue of AC 1 


to contact those advertisers who have sparked your | 


interest. Advertisers want to hear from you. This 


is the 1 


best way they have of determining 


the Amiga commu- 1 


nity's interests and needs. Take a moment and contact the 


companies with products you want to know more about. 
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The WC command is used for counting characters, words, 
or lines in a file. Other utilides include IC and FC, an integer 
and floating-point calculator respectively, and DIMMER, a 
screen-blanking program. Both calculators have extensive 
command line operators and are designed for interactive 
computation. 

I mentioned system variables last time, and lauded the 
configurability they allow the TsheU user. The following is a list 
of those variables and what they do: 

AUTOINDENT Indent procedures levels 

COLORS Allows escape sequences to change colors 

DEFCD Enables the "implied" cd command 

HELP Cpntrols the HELP Icey operation 

PAUSE Controls the "more" facility 

FILEOK Ignores errors In scripts 

PROCOK Ignores errors in procedures 

LINEOK Continues execution on multi-command lines if a 

command fails 

MAXPAMD Allows alias procedures in alias procedures 

PROMPT Command prompt 

prompt; Secondary prompt 

HOME Home directory 

HUP Cursor up control 

HDOWN Cursor down control 

HNEXT Next line control 

HNUM History buffer size 

DBASE Numeric base used 

TS Tab spacing value 

TLBIN Built-in command control flags 

TLSYS Code segment control flags 



Read Only variables 

_3cr Workbench screen pointer 

_win Tshell's window pointer 

_rp RastPort pointer 

_con ConUnit pointer 

_maxx Window width 

_maxy Window height 

_maxq Window width in characters 

_Kiaxr Window height in characters 

_curc Cursor column position 

^curr Cursor row position 

_random A random positive 32-bit Integer 

System Environment Variables 



tsh Initted 



BlockPen 
DetailPen 



If not set, the file "s:init.tsh" will be 
executed by the first shell 
Menu bar color 
Menu bar text color 



All these commands and their various capabilities combine 
with an environment that supports redirection and pipes, 
variable assignment, mathematical and boolean operators, 
flexible wild carding, multi-line alias and procedure construction 
with fuU decision control, background processing, function key 
assignments, system environment variables, startup initialization 
files, and an in-line editor. Surely aU this is enough. 

But wait! The Amiga is a graphics powerhouse. Shouldn't 
that graphics capability be accessible to the average CLI user? 
The people at Metran obviously think so. They have included 
two powerful commands making this possible. The INI'LHTION 
and GRAPHICS commands interface to the Amiga's ROM Kernel 
INTUITION and GRAPHICS libraries. 

The INTUmON command functions include: 

Activatewindow win 



TAKE A BYTE 

OUT OF HIGH PRICES! 



There are fabulous savings on all these goodies 



FREE mouse pad with orders 
over $100. 




AudioMaslerll 

Aunt Arctic Adventure 

Battle Chess 

Battle Tech 

Baud Bandit 

Blood Money 

Deluxe Music 2.0 

Deluxe Paint III 

DigiPaint III 

Double Dragon 

Dragon's Lair 

Dungeon Master 

FA/ie Interceptor 

Falcon 

Kind Words 

Licence To Kill 

Lords of the Rising Sun 

OutHun 

Phasar 

Pioneer Plague 

Publisher Plus 

Rocket Ranger 

Rush N' Attack 

Sinbad & Throne of Falcon 

SimCity 

Sonix 



$69.95 
25.95 
34.35 
36.95 
32.95 
29.95 
72.95 

109.95 
69.9S 
29.95 
41.95 
27.95 
37.95 
36.95 
59.95 
29.95 
34.95 
34.95 
63.95 
28.95 
49.95 
35.95 
29.95 
19.95 
31.95 
56.95 



Spellbound 28.95 

Super Scramble 29.95 

Swofd of Sodan 35,95 

Test Drive II 29.95 

The Three Stooges 35.95 

Total Eclipse 29.95 

Triad 29.95 

TV Sports Football 34,95 

V.I.R Virus Protection 29.95 

Where in World is Carman 32.95 

Who Framed Roger Rabbit 32,95 

Who! What! When! Where! 65.95 

Enhancer Amiga DOS 1.3 20.95 

Accessories & Hardware 

Epyx Joystick 14.95 

ErgoStick Joystick 19.95 

Internal ZVi" Floppy Drive 

for 2000 99.95 

California 3.5" drive 139.95 

Supra 2400 Baud Modem 129.95 



Spirit SC 501 Vi Meg. 

Trapdoor internal expan- 
sion with clock/calendar 
for Amiga 500. BK 63.95 

plus shipping and handling 

Don't see it here? We've probably got it. Call us. 



&I 



COM P U T £ R 



Your Amiga Source 

PO Box 57571 9 
Murray, Utah 84157-5719 
1 800 347 8004 
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DisplayBeep _scr 

MoveScreen _scr x y 

MoveWindow _win >: y 

RefxeshWindowFra.tie win 

ScreenToBack _5cr 

ScreenToFront _scr 

SizeWlndow _win x y 

WBenchToBack 

WBenchToFront 

WindowLimits _win xmin ymin xmax ymsM 

windowToBack _win 

windowToFront _win 

The "_win" is a read-only variable that is a pointer to the 
shell's Intuition Window; "_scr" is a pointer to the Workbctich 
Screen. The other arguments must be numeric. 

The GRAPHICS command functions include: 

ClearEOL _tp 

ClearScreen _rp 

Draw _rp xl yl 

DrawBliipse _rp ex cy rx ry 

Move _rp X y 

RectFill _rp xl yl x2 y2 

SetAPen _rp fcolor 

SetBPen _rp bcolor 

SetRast _rp clrcoior 

The "_rp" is a read-only variable that is a pointer to the 
Tshell Windowr's RastPort. The following script is one of the 
demo files included on the distribution disk and is a good 
example of the real power TsheU can provide. 

# Check the arguments for validity 
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if (S# < 1) II I! (test -n SIH 
{ 

echo "'hilbert' draws an area-filling Hilbert fractal 
curve" 

echo "usage; 'hilbert level'" 

echo "The argument must be numeric; try 'hilbert 3'" 

echo -n "Note: you must have the external 'graphics' 
command " 

echo "somewhere in your search path." 

exit -1 
) 

if SI < 1; echo "argument must be > 0"; exit -2 

# initialize some variables 

# scale the drawing to fit inside the current Mindow 
blocks =^ [(1 « Sl> - 1) ♦ the size of the figure, in line 
segments 

# width and height scaling numbers 
sx = ( (_maxx - 32) / blocks) 

sy = ( (_maxy - 34) / bloc'xs) 

if (sx < 1) II (sy < 1) 
) 

# degenerate figure; height or width of pixels 

clear -v "sx" "sy" "blocks" 

echo "try a smaller argument or a larger windo'rf" 

exit -1 
) 

Px = 8; Py = 14 # the current position (upper left corner of 

Tshell 

window) 

Vx = 1; Vy = f "velocity": the distance to move at this 

step 

color = 2 tf the graphics color to use when drawing the line 

§ make ROM Icernal graphics Interface AmigaDOS resident 

load -a graphics 
graphics Move _rp Px Py 

# get cursor to bottom of window^ then print a message 

clear -w # clear the window; puts cursor on top line 
while curr < maxr; echo # prints newlines until at the last 
line 

# print a label only if it will fit without wrapping to the 
next line 

label = "Hilbert figure " 

if _maxc > (3 + (scrlen label)); echo -n label 

clear -v "label" # undefine label; we don't need it any more 

# Now define some procedures: 

f procedure "go" 

4 cycle the graphics color and draw to the new position 

go : = 
{ 

if (++ color) > 3; color - 1 

graphics SetAPen _rp color 

graphics Draw _rp (Fx += (Vx * sx) ) (Py +» (Vy * sy) ) 
1 

# procedure "turn"; determine new velocity values ;or next line 

# 51 is distance; direction is determined based on current 
direction 

I (the direction that is affected Is the one that is now zero) 

turn := 

{ 

if Vx == 
1 

if Vy > 0; Vx » SI 

else Vx = (- 51) 

Vy = 
1 



else 

( 



if Vx < 0; Vy = SI 
else Vy = (- SI) 
Vx - 



1 



♦ procedure "H" 

« 51 = level, 52 - direction 

t draw the next level of the figure; recurses 



H : = 






if SI =- 0; 


return 


turn |- 


52] 




H (SI - 


1) 


(- S2) 


go 






turn S2 






H (SI - 


1) 


S2 


go 






H ISl - 


1) 


52 


turn S2 






go 






H (SI - 


1) 


(- 52) 


turn (- 


S2) 





# draw the whole thing 
H 51 1 

t cleanup; clear definitions of procedures 
clear -p go turn H 

♦ be nice on memory usage; unload the graphics corranand 
load -au graphics 

Tshell inclufies a powerful editor chat has the advantage 
of being part of the command line environment. It's difficult to 
visualize how it operates without actually using it. Pressing 
Control E turns the editor on and off. When on, the history 
buffer can be manipulated with otlier control sequences. 



lliStDA 


IkilTcT Ctjnirol SL-cjuenccs 








CTRLT 


Tag this line 




CTRLS 


Go to the tagged llnCTRL R Read a file into the buffer 




CTRIW 


Write the buffer from the tog to the cursor to o file 




aRLK 


Delete from cursor to ervd of the line 




CTRLX 


Delete the line and ieavo o space 




CTRLD 


Delete the line and close the space 




CTRLP 


Insert text deleted with CT(?L X OR D below cursor 




CTRLO 


Open a line above the cursor 




CTRLS 


Execute lines from cursor to tag 




CTRLZ 


Toggle disploy overwrite flag 




aRLC 


Abort 





There is still much more that could be said about this 
program, but I have to scop somewhere. Tshell author Jay Ts is 
continually adding features and functions that will make future 
releases even more powerfijl. One item on the top of my list is 
AUX: support. Jay assures mc this is in the works. The design 
of the editor and the character-oriented operation makes this a 
very attractive option. More compatibiliiy with Unbc shell syntax 
would gready improve the program's atcracUveness. If there is 
enough interest, I will cover more of this program in greater 
detail in future issues. Next time I will begin coverage of the 
new Workbench 1.3 features and additions. 'AC* 



Metran Technology' 

1907 Briar Ave., UUca NY 

(315)732-4558 

Tshe\l: S50.00 

Inquiry *200 



"■ 



98 



Amazing Computing V4.10 ©1989 



Amazing Programming 



runcticn Evaluatcr/^^ 



by Randy Finch 

In tiie process of converting a 3D funcuon plotting 
program from BASIC to C, I realized I would have to write a 
function evaluator routine similar to what any spreadsheet 
would have. To plot different functions in the BASIC version of 
the program, it is possible to stop the program, edit tlie func- 
tion, and then rerun tlie program. In a compiled language such 
as C, however, this is not possible. I needed a C routine that 
would accept a mathematical function as a string input and then 
evaluate the function at different values. After perusing a 
Modula-2 program demonstrating tliis technique in the book 
Software Engineering With Modula-2 and Ada by Weiner and 
Sincovec (John Wiley & Sons, Inc., 1984), I began writing a 
similar but more extensive routine in C. (Note: In order to 
avoid conflicts in terminology when referring to C functions and 
mathematical functions, I will hereafter refer to mathematical 
functions as equations.) 

The routine that resulted from my efforts consists of two 
externally accessible functions and many static support func- 
tions. All these fijnctions reside in a file entitled FUNCEVAL.C, 
which is shown in Listing One. The two externally accessible 
functions are called Convert and Evaluate. Convert transforms a 
string containing a two-variable (X and Y) mathematical 
equation in standard notation into anotlier string that is in a 
notation that can be evaluated more quickly and efficiently (the 
function Convert is near the end of Listing One). Evaluate 
accepts two double-precision floating-point numbers and 
returns the value of the equation upon substituting these two 
values for X and Y. 

The parameter FunctionString is a pointer to a null- 
terminated string of unsigned characters. This string should 
contain an equation in two variables — X and Y — and may 
contain any of several transcendental and other function calls 
such as SIN, LN, SQRT, etc. (a complete list of acceptable 
function calls and mathematical operators is shown in Table 
One). FunctionString should be in standard mathematical 
notation, as the following equation illustrates; 

-12. S + SIN(X*2) / COS(LN(Y) + 2.2e-l) 

FunctionString can contain any number of spaces and the 
alphabetic characters used for function and variable names can 
be in either upper or lower case. The first two support func- 
tions called by Convert — RemoveSpaces and strupr — remove all 
the spaces in the string and convert all lower case letters to 
upper case. 

CheckSyntax, the next function called by Convert, 
examines tlie syntax of FunctionString. CheckSyntax can detect 
12 different syntax errors, including illegal characters, misplaced 



operators, and missing delimiters. These errors are symbolically 
defined in the header file SYNTXERR.H, which is shown in 
Listing Two. If an error is detected, the externally accessible 
global variable SyntaxErr is equated widi an appropriate error 
value and a pointer to tlie offending character in FunctionString 
is tlien returned. If no error is found, SyntaxErr is sec to FALSE 
and a zero is returned. 

After FunctionString passes the syntax check, it is copied 
to anotlier string, fstr. This allows the original form of the 
equation (with spaces removed and all alphabetic characters in 
upper case) to be preserved in FunctionString w-hUe modifica- 
tions are made to the copy in fstr. 

The first modification to fstr is performed by the support 
function ConvertConstants. This fijnction initially scans fstr for 
unary pluses and minuses and places a zero in front of each 
sign. This action will make further processing of the string 
easier. Next, ConvertConstants scans fstr once again, this time 
replacing all numeric constants with a one-byte symbol (within 
a range of 128 to 255) and placing the actual value of the 
constant in an array for future reference. The maximum 
number of constants allowed in tlie string is 128. If fstr contains 
more than 128 constants, SyntaxErr is set to TOOxMANYCONSTS 
and FALSE is returned. Otherwise, TRUE is returned. 

The next function called by Convert, ConvenFunctions, 
scans fstr and replaces ail transcendental and other function 
names with a one-byte symbol within a range of 1 to 13. These 
symbols are defined at the beginning of FUNCEVAL.C. No error 
checking is necessary in this function because illegai functions 
will have already been detected in CheckSyntax. Therefore, 
ConvertFunccions is a void function. 

The last support function called by Convert, InfLxTo- 
Postfix, converts fstr — which is still in standard mathematical 
notation and has its constants and function names substituted 
with one-byte symbols — into a postfix notation. This is the 
notation used by die computer language Forth and by Hewlett- 
Packard calculators, InfixToPostfix is a relatively complex 
function tliac reads the string fstr character by character and, 
based upon the precedence of the operators, either places the 
character in the static global string NewExpr or places it on a 
stack for later processing. If the stack underflows or overflows 
during processing, SyntaxErr will be equated with STACKUN- 
DERFLOW or STACKOVERFLOW and FALSE will be returned. 
When processing is complete, NewExpr will contain the 
raadiematical equation in postfix notation and TRUE will be 
returned. 

The Convert and ConvertConstants functions have several 
lines of code which will only be compiled if the symbol DEBUG 
is defined. These sections of code will print the equation at 
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various points during its processing. Let's look at an example 
step by step. 

Suppose the function is originally entered by the user as 
follows: 

2.1E-1 + >;*y - sin(-.a*){) / ln(+Y + 100) 

The following steps will convert this function into symbolic 
form with postfix notation (the support function that accom- 
plishes each step apfjears in parentheses); 

STEP 1. Remove all spaces. (RemoveSpaces) 

2.1E-l+x*y-sin(-.S*X)/ln(+i; + 100) 

STEP 2. Convert lower case Setters to upper case, (stiupr) 

2.1E-1+X-V-SIN(-.8"X)/LNI+Y+100) 

STEP 3. Check syntax. If no errors are detected, processing 
continues. No changes are made to the string. (CheckSyntax) 

STEP 4a. Put zeroes before unary pluses and minuses. (Con- 
vertConstants) 

2.1E-1+X«Y-SIN(0-.8«X) /LN(0+Y+100I 

STEP 4b. Replace constants with one-byte symbols within a 
range of 128 to 255. Since these are non-printable characters, 
each character in the string will be printed below as a decimal 
value. The actual character or constant it represents appears 
beneath the decimal value. (ConvertConstants) 

128 43 88 42 89 45 83 73 78 40 129 45 130 42 

88™ 

21.E-1 + X'Y-SIN< 0-.3 * 

X_ 

...41 47 76 78 40 131 43 89 43 132 41 
... ) / L N ( + Y + 100 I 

STEP 5. Replace fiinction names with one-byte symbols within 
a range of 1 to I3. (ConvertFunctions) 

SIN, represented in STEP 4 by the sequence [83 73 78], 
becomes simply [1]. 

LN, represented in STEP 4 by the sequence [76 78], simply 
becomes [12]. 

STEP 6. Convert the String to postfix notation. (InfixToPostfix) 

128 as 89 42 43 129 130 S3 42 
2.1E-1 XY«+ 0.8X * 

45 1 131 89 43 132 43 12 47 45 
SIN Y + 100 + LN / - 

The final form of die equation in this step resides in the string 
NewExpr, A pointer to tliis string is returned by Convert. 

The function Evaluate (at the end of Listing One) can be 
used to evaluate the equation at different values of X and Y. 
Because the equation is now in postfix notation. Evaluate is a 
rather simple routine. It simply reads the charaaers in 
NewExpr sequentially. If a character represents X, Y, or a 



Table One: Function Calls and Mathematical 
Operators Acceptable to FUNCEVAL.C I 



Functions 



SIN (sine) 
COS (cosine) 
TAN (tangent) 
AS IN (arcsine) 
ACOS (arccosine) 
ATAN (arctangent) 
SINH (hyperbolic sine) 
COSH (hyperbolic cosine) 
TANH (hyperbolic tangent) 
EXP (exponential) 
SQRT (square root) 
LN (natural logarithm) 
LOG (logarithm base 10) 

Operators 

^ (raise to power) 
* (multiplication) 
/ (division) 
+ (addition) 

(subtraction) 
( ) (used to group operations) 

Note; The standard hierarchy of operators prevails. 



constant, its actual numerical value is pushed onto a stack. If a 
character represents a function, Evaluate will pass the number 
on the top of the stack, along with the character symbol 
representing the function, to the Calculate function. The result 
of applying the number to this function will be returned. For 
example, if the number equals 100 and the function is LOG, a 
value of 2 will be returned. This return \-alue is then pushed 
onto the top of the stack. 

If a character represents an operator (a, +, -, •, or /), the 
top two numbers on the stack and tlie operator symbol are 
passed to Calculate. The result of performing the operation on 
the two numbers is returned. For example, if the number on 
top of die stack is 24, the next number on the stack is 12, and 
the operator is /, Calculate will return 12/24, or 0.5. Notice that 
the operation is always performed in the following order: 

(Second number on stack) Operator (Top number on stack) 

The above procedure continues until no more characters 
remain to be read from NewExpr, At this point the value of the 
equation with the appropriate values of X and Y substituted will 
be on top of the stack. This value is returned by Evaluate, 
Please note that Evaluate does not check for illegal mathemati- 
cal operations such as the square root of a negative number or a 
multiplication that causes an overflow. The methods for 
handling these types of errors vary with different compilers. It 
is left up to the reader to add this form of error handling (if it is 
needed). 
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A program entitJed TESTFEVL.C is shown in Listing Three. 
This program tests the Convert and Evaluate functions. The 
user is allowed to input a mathematical equation (up to 255 
characters long) along with values of X and Y. The program 
will print the result of evaluating the equation. Unfortunately, 
the scanf function (from the C library) does not allow spaces to 
be entered in a string, as tliey are used for delimiters; tlierefore, 
you will not be able to see the RemoveSpaces function in 
action. (Note: If spaces are entered as part of the equation, the 
program will behave erratically as characters after the spaces are 
used as input for later scanf calls.) 

If compiling FUNCEVAL.C with DEBUG defined, each 
stage of the equation conversion will be printed to the standard 
output. You can play to your heart's content. Make sure some 
equations that are syntactically incorrect are typed in to see how 
the error detection works. The equation will be printed, an 
arrow will appear below the offending character, and an 
appropriate error message will be printed. 

FUNCEVAL.C and TESTFEVL.C are written generically and 
have been successfully compiled, linked, and executed on an 
Amiga 1000 using Lattice C v4.01 and v5.02, on an IBM AT 
using Microsoft C v4.0, and on a Cray XcM/P supercomputer 
using the Cray C compiler (with one modification). If you are 
using an older C compiler, some of the standard library func- 
tions used in this program may not be available. If you have 
any questions regarding the information presented in this article, 
you may write to Randy Finch, c/o Amazing Computing, P.O. 
Box 869, Fall River, MA 02722. 



Listing One: FUNCEVAL.C 



/***************■* 



t******-* 



*-ifk-mr**********ii 



^*A*1f*K 



Convert (1 converts a string containing a math 
function ir. two variables^ X and Y, to a postfix 
notation string with the numeric constants and 
functions converted to one byte syinbols. If any 
syntax errors occur they will be posted in the global 
external variable SyntaxErr. Definitions are in 
syntxerr .h. 

Evaluate () will substitute the X and V values passed 
to it and return the value of the function. 

This program may be freely used for non-profit 
purposes as long as the copyright notice remains 
in the code. 



it**1rir**it*if**ic***!**ii:ir***ic1ritir****±ie*i(ii**icir1fkir*1i 



^irir*-kir*±iii^*ir** 



funceval,c v3.0 — Copyright 1938 Randy C. Finch 



********* 



/* 



INCLUDES 



#include <ctype.h> 
linclude <stdia.h> 
♦Include <scring.h> 
♦include <math.h> 
♦include <float.h> 
♦include <stdlib.h? 
♦ include "syntxerr. h" 




'Qa''Y-\ 



Fast, Compatible, Complete! 

• Two high speed RS-232C serial ports for the Amiga 2000. • 
IBM PC AT style (full 7 wire plus Rl and DCD) connector for 
each port. • Send and Receive at 110 to 115200 baud. • 
Complete Amiga system software (both Exec and DOS), • 
Using our exclusive Serial Dispatcher, any program which 
uses "serial.device" can use any port without patches. • 
Public domain and shareware software on the distribution 
diskette. • One year warranty, 



ASK YOUR 



ASDG 

incorporated 



DEALER! 

925 Stewart Street 

Madison, Wl. 53713 

(608) 273 ■ 6585 



Amiga is a trademark Qt Commadafe-Aniiga, Inc. IBM PC AT Is a liademarK ot IBM Corp. 

Circle 112 on Reader Servfce card. 

/• DEFINES •/ 



♦define 
functio; 
♦define 
ffdefine 
fdefine 
#define 
Sdefine 
Odefine 
♦define 
*define 
idefine 
♦define 
♦define 
♦define 
♦define 
♦define 
♦define 
♦define 
♦define 
♦define 



NUMSYM 128 
I */ 

SYMBASE 128 
STACKSIZE 256 
SIN 1 
COS 2 
TftN 3 
ASIN 4 
ACQS 5 
AT«J 6 
SINH 7 
COSH 8 
TANH 9 
EXP 10 
SQRT 11 
LN 12 
LOG 13 
NULL 
TRUE 1 
FALSE 



/* Number of constants allowed in 



Base value 
Stack size 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 
Symbol for 



for constants symbols "/ 

'/ 

sine */ 

cosine */ 

tangent */ 

arcsine */ 

arccosine */ 

arctangent */ 

hyperbolic sine 

hyperbolic cosine */ 

hyperbolic tangent «/ 

exponential '/ 

square root */ 

natural logarithm */ 

logarichn base 10 */ 

null */ 

true condition */ 

false condition */ 



EXTERNAL GLOBALS 



-*/ 



unsigned char SyntaxErr; 



/' 



GLOBALS 



Struct CharStack { 

unsigned char cfSTACKSIZE] ; 

long top; 

); 

struct NumStack ( 
double n [STACKSIZE] ; 
long top; 

); 
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static struct CharStack cstack; 
statlc struct NumStcCk nstacjc; 
static double Constants [NUMSYM] ; 
static unsigned char CurConstant; 
static unsigned char NewEKpr [256] ; 



FUNCTIONS 



Static char CharlnStr (s, c) 

unsigned char »s; 

unsigned char c; 
( 

while I's != NULL) { 

if (*s = c) return rRUS; 
++S,- 

) 

return FALSE; 
t /* CharlnStr ♦/ 

static void Deposit (num) 

double nua; 
! 

Constants [CurConstant - SY>SASE] = nuirt; 
) /♦ Deposit */ 



static void Substitute (symb, ptr, leii) 

unsigned char symb; 

unsigned char *ptr; 

unsigned long len; 
{ 

*ptr = syrab; 

if (len > 1) ( 
do ( 

++ptr; 

•ptr = * (ptr + len - 1) ; 
1 while ("ptr != NOLL) ,- 
1 
1 /* Substitute •/ 



static void RemoveSpaces (str) 

unsigned char *Etr; 
{ 

unsigned char *ptr,- 

while (*str !- HULL) { 
if ("str =='■)( 
ptr = stt; 
do { 

«ptr = • (ptr + IJ ,- 
++ptr,- 
( while ( * (ptr - 1) !- NULL); 

— str; 



) /' ReisoveSpaces */ 



static void AddZero (ptr) 

char *ptr; 
) 

unsigned long len; 

char *1; 

len - strlen(ptr); 

for (i=ptr+len+l; i?ptr,' -i) 
*i = *(i - 1); 

•ptr = '0'; 
) /* AddZero '/ 



static unsigned char CPopO 
( 
if (cstack.tap == 0) return 0; 
else ( 

— cstacli.top; 

return cstack. c [cstack . too + 1); 
) 
) /* CPop '/ 



static chat CPush(c) 

unsigned char c; 
t 
if (cstack.top == STACKSIZE) return FALSE; 
else ( 

++cstack.top; 
cstac!c.c[cstac!t.topl - c; 
return TRUE; 
) 
I /* CPush •/ 



static unsigned char CTopOfStack () 
( 

return cstack.c[cstack.top] ; 
} /* CTopOfStack */ 



static double NPopO 
) 

— nstack.top; 

return nstack.n [nstack,top + 13 
) /• NPop */ 



static void NPush(n) 
double n; 



( 



*^+nstack.top; 
nstack.ntnstack.top] = n; 
( /• NPush ♦/ 

static char IsFunction(c) 

unsigned char c; 
( 

if ( (c >= SIN) is (C <= LOG) ) 

return TRDE; 
else 

return FALSE; 
) /• IsFunction */ 



static char IsSymbol(cl 

unsigned char c; 
) 

if ((c >- SYM3ASE) Ei (c < SYMBASE+NUMSYM) ) 

return TRUE; 
else 

return FALSE; 
) /' isSyiataol »/ 



static char Precedence (cl, c2) 

unsigned char cl,c2; 
( 

if ( (CharInStr("+-«/",cl) ) is. (c2 == '" ) ) 
return FALSE; 

else if ( (CharlnStr (" + -", cl) ) iS, (CharlnStr ("•/", c2) ) ) 
return FALSE; 

else if ( [{cl — '(") ss (c2 !- ')')) II (c2 == MM ) 
return FALSE; 

else if ( (CharInStr("+-^/-",ol)) && (IsFunction (c2) ) ) 
return FALSE; 

else 

return TRUSr 
} /* Precedence •/ 
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static unsigned char *CheckSynta}c ^str) 
unsigned char *str; 

{ 

Int numLP = 0, 
numRP = 0; 

if ( (CharlnStr ("/•'■E)",*str)) ss (strncitip (str, "EXP", 3) !=01 

) ( 

if (CharlnStr ("/'"", *ST;r) ) ( 
SyntaxErr = MISPLACEDOP; 
return str; 
1 

else if (*Etr == 'E' J I 
SyncaxErr = ILLEGALEXP; 
return str; 
! 
else ( 

SyntaxErr = MISSINGLP; 
return str; 
! 
} /* if */ 

for I;;) { /* forever */ 

if (»str == MM ( 
+ +n\jmLP,- 
++str; 

if ( (CharInStr("*/"E", *stt) ) 45 (strncfflp(str, "EXP",3) 
!= 0) ) { 

if [*str " 'E' 1 { 

SyntaxErr = ILLEGALEXP; 
return str; 
1 
else { 

SyntaxErr = MISPLACEDOP; 
return str; 
} 
I /* if »/ 

if ( <*str ==")') II (*str == NULL) ) ( 
SyntaxErr = MISSINGPARH; 
return str; 

1 

1 /* if */ 

else if (»str == ')') { 
++numRP ; 
++str; 
if (numRP > numLP) ( 

SyntaxErr = HISSINGLF; 
return (str-1 ) ; 
} 
else if i (ICharlnStr (")+-*/"", *str)) &£ (*str != NULL) 



mmmmM 

X rL i n ^ e hi al twf> ch.-irinei z^L^rii o ar-ii.l 1 ij g^f tor the 2G'0d- 
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Circle 171 on Reader Service cafd. 



else if (OneDecimal) { 

SyntaxErr = EXTRADECIMAL; 
return (str-1) ; 
1 

else if (strncmp (str, "EXP", 3) == 0) { 
SyntaxErr = MISSINGOP; 
return str; 
( 

else if ( (!CharInStr("--*/'-E)", *str) ) ss 
(iisdigit("sti:) ) ) { 



) { 

SyntaxErr = MISSINGOP; 




return str; 
( 


return str; 




else ( 


) 
) /* else if */ 




OneDecimal = TRUE; 


else if [ (isdigitCstr)! 11 («str == '.') ) { 




1 /* if */ 


char ExitFlag = FALSE, 

OneDecimal = FALSE, 
OneE = FALSE; 




else if (*str == 'E') f 
++scr; 
if (OneE) ( 

SyntaxErr = EXTRAE; 


if (*str =■= '.') OneDecimal = TRUE; 




++str; 




return (str-1); 
) 


if ( (OneDecimal == TRUE) ss ( ! isdigit (*str) ) I 
SyntaxErr = LONEDECIMAL; 
return (str - 1); 

1 


) 


else if ( (ICharlnStr ("+-", »str) ) SS 
(lisdiglt(*str)) ) 1 

SyntaxErr = ILLEGALEXP; 
return str; 


while ( ( (isdigit (*str) ) II (CharlnStr (".E)-+", 


♦str)) 


) 
else { 

OneE = TRUE; 


1 1 ("str == NULL) ) && lExitFlag ) { 




) 


if (*str == '.') I 




] /• else if */ 


++str; 




else if (CharlnStr {"+-", *str) ) ( 


if (Ones) { 

SyntaxErr - ILLEGALEXP; 




if ( "(str-I) == 'E' ) 
++str; 


return (3tr-l); 
} 




else if ( lOneE II (OneE ££ isdigit (* (str-1) ) 1 ) 
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ExitFlag = TRUE; 


return str; 


else t 


) 


SyntaxBrr = HISPLACEDOP; 


else ( 


return str,- 


SyntaxErr = FALSE; 


1 


return OL; 


) /* else if «/ 


) 




) /* else if */ 


else if i ('str ==')') II {*scr == NULL) 1 ( 




if (CharInStr("+-E",*(scr-l))) { 


else ( 


SyncaxSrr = ILLEGALEXP; 


SyntaxErr - ILLEGRLCHAR; 


return str; 
1 


return str; 


else { 


) 


ExitFlag = TRUE; 


1 /* for */ 


) /* else if */ 


) /• CheckSyntax */ 


else { 




++str; 


static ciiar ConvertConstants Istr) 


) /* else */ 


unsigned char *str,- 


) /- while */ 


unsigned Char *ptc; 


if( ICharlnStr ("+-«/)", "strj SS (*Str 1= NULL) ) ( 


ptr = str; 


SyntaxErr = miSSinGOP; 


if ( CharlnStr ["+-", "ptr) ) { 


return str; 


AddSero (str) ; 


) 


ptr += 2; 
I 


) /* else if */ 


I 




while ( -ptr != NULL ) ( 


else if (CharlnStr ("+-*/'■", «str)) { 


if 1 (CharlnStr ("+-", *ptr)) ss (*(ptr-l) == >(M ) 


++str7 


AddZero(ptr) ; 


if ( {CharInStr(")E+-*/-",*str)) I I ("str == NULL) ) { 




if (strncmp(str,"EXP",3) != 0) { 


++ptr; 


SyntaxErr = HISPLACEDOP; 




return (str-1); 


1 /* while •/ 


) 
) 


#if DEBUG 


) /* else if */ 


printf ('"\nAddZero: %s\n", str); 




#endif 


else if (CharInStr("XY",»str]) { 




++str; 


( /* begin block •/ 


if ( llCharlnStr (")+-•/-", 'str)) i& Cstr !=NULL) 


unsigned long j; 


) t 


unsigned char numstr[BO); 


SyntaxErr = MISSINGOPRP; 


double number; 


return str; 




) 


ptr = str; 


) /" else if '/ 




else if (isupperCstr) ) { 


CurConstant = SY>3ASE; 


If (strncmp(str,"LN'',2) == 0) str += 2; 




else if (strncmp Istr, "SINH",4) == 0) str += 4; 


while ( -ptr 1= NULL) ( 


else if (strncmp Istr, "COSH", 4) == 0) str += 4; 


if ( Cptr == '.') II (isdigit(*ptr)) ) { 


else if (strncmp Istr, "TANH", 4) == 0) str += 4; 


unsigned long lennum = 1; 


else if (strncmp Istr, "SIN", 3) == 0) str += 3; 




else if (strncmp Istr, "COS", 3) == 0) str += 3; 


while ( (CharInStr(".E-+'', *(ptr+lennum) I ) || 


else If (strncmp Istr, "TAN", 3) == 0) str += 3; 


(isdigiti" (ptr+lennum)) ) ) ( 


else If (strncmp (str, "EXP", 3) == 0) str +- 3; 


if( ICharlnStr |"-+", • (ptr+lennum) ) ) fii 


else if (strncmp Istr, "LOC;", 3J ■= 0) str +■ 3; 


(* (ptr+lennum-l) != 'E' ) ) 


else if (strncmp Istr, "SQRT", 4) =- 0) str +» 4; 


break; 


else if (strncmp (str, "ASIN", 4 1 = 0) str += 4; 


++lennuin; 


else If (strncmp (str, "ACOS", 4) = 0) str += 4; 


} 


else if (strncraplstr, "ATAN",4I == 0) str += 4; 




else { 


for (j=0; j<lennum; ++j) 


SyntaxErr = ILLEGALFUHC; 


»(nunistr+j) = *(ptr+j); 


return str; 




) 


'(numstr+j) ^ NULL; 


if Cstr 1= MM { 


number = atof (numstr) ; 


SyntaxErr = MISSINGLP; 


Deposit (number) ; 


return str; 


Substitute ICurConstant, ptr, lennum); 


) 
) /• else if '/ 


++CurConstant; 




if (CurConstant >= SYMBASE-^NUl-lSYM) { 


else if Cstr == NULL) { 


Synt^x-'r = TOOMANYCONSI; 


if InumL? < nuroRP) { 


return FALSE; 


SyntaxErr = MISSINGLP; 


) 


return str; 




) 


) /- if */ 


else if (numL? > numRP) { 




SyntaxErr = MISSINGRP; 


++ptr; 
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} /* while •/ 
) /• end block ♦/ 
return TRUE; 
) /" ConvertConstanta */ 



static void ConvertFunctions (str) 

unsigned char "Str; 
( 

while ( *str != NULL ) ( 

if ( (isupperfstr)) ss ( ! CharlnStr ("XY", *str) I I ) 

if (strncmp (str, "LN",2) — 0) Substitute ILN, str, 2L) ; 

else if (strncmp (str, "SINH", 4 1 =■= 0) 
Substitute (SINH, str, 4L) ; 

else if (strncmp (str, "COSH", 4) == 0) 
Substitute (COSH, str, 4L) ; 

else if (strncmp (str, "TANH", 4) -= 0} 
Substitute (TANK, str, 4L) ; 

else if (strncmp (str, "SIM", 3) == Q) 
Substitute (SIN, str, 3L) ; 

else if (strncmp (str, "COS", 3) == 0) 
Substitute (COS, str, 3L) ; 

else if (strncmp(str, "TAN", 3) == 0) 
Substitute (TAN, str, 3L) ; 

else if (strncmp (str, "EXP", 3) == 0) 
Substitute (SXP, str, 3L) ; 

else if (strncinp(str, "L0G",3) ==■ 0) 
Substitute (LOG, str, 3L) ; 

else if (strncmp (str, "SQRT", 4) == 0) 
Substitute (SQRT, str, 4L) ,- 

else if (strncmp (str, "ASIN", 4) == 0) 
Substitute (ASIN, str, 4L) ,• 

else if (strncmp(Etr, "ACOS", 4) == 0) 
Substitute (ACOS, str, 4L) ; 

else if (strncmp(str, "ATAN", 4) == 0) 
Substitute (ATAJJ, str, 4L) ; 
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1 /* if */ 






if (cstack.top != 01 ( 


++str; 


if ( (IsFunctionI CTopOfStaokO )) ss (NextChar 
TopSymbol = CPop ( 1 ; 


1 /* while '/ 




NevExpr[12] = TopSymbol; 


) /" ConvertFunctions */ 


++i2; 




break; 




) /- if -/ 


static char InfixToPostfiK(str) 


1 /* if */ 


unsigned char *str,- 




1 


if ( (TopSymbol == '(') SS (NextChar ==')') 1 


unsigned long ii=Q, 12=0; 


break; 


unsigned char KextChar, TopSymbol; 






if (TopSymbol != MM I 


cstack.top = 0; /* Initialize stacJc */ 


NeMExprti2] = TopSymbol; 


NewExpr[Q! = NULL; /* Initialize expression */ 


++i2; 

1 


while ( '(str+il) 1= NULL ) ( 




} /• for •/ 


NextChar = * (str+il) ; 






if (NextChar != •)') ( 


if ( (IsSymbol(NextChar) ) II (NextChar == 'X' 1 || 


if (CPush (NextChar) == FALSE) t 


(NextChar -= 'Y' ) I ( 


SyntaxErr = STACKOVERFLOW; 


NewExpr[i21 = NextChar; 


return FALSE; 


++12; 


) 

■l 


J 
else ( 


I 


for (;; ) !• /* Forever */ 


\ /' if •/ 




++il; 


if ( (cstack.top -=0) II 




( IPrecedence (CTopOf Stack () , NextChar} 1 i 


) /» while «/ 


bresk; 






while (cstack.top != 0) { 


if {(TopSymbol = CPop(l) == 0) ( 


TopSymbol = CPopO,* 


SyntaxErr = STACKUNDERFLOW; 


if (TopSymbol !="(') { 


return FALSE; 


NewExpr[i21 • TopSymbol; 


) 


++i2; 
J 
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1 


lif DEBUG 




printf ("\nCheckSynt£x: %s\n", fstr) ; 


NewExpr[i2] = NULL; 


Sendif 


return TRUE; 


if ( IConvertConstants (fstr) ) return fstr; 


) /* InfixToPostfix -/ 


#if DEBUG 




printf ("SnConvertConstants : ") ; 


static double Calculate (s, n2,!il) 


for (ptr = fstr; «ptr != NOLL; t+ptr) 


unsigned char s; 


printf ("%d ", *ptr) ; 


double nl,n2; 


printf ("\n") ; 


( 


#endif 


switch (s) { 




case '^' : 


ConvertFunctions (fstr) ; 


return (nl + n2); 




case '-' : 


#if DEBUG 


return (nl - n2); 


printf ("\nConvertFur.ctions: ") ; 


case '"': 




return (nl * n2); 


for (ptr = fstr; *ptr != NULL; -+pcr) 


case V : 


printf ("%d ", *ptr); 


return (nl / n2); 




case '" : 


printf ("\n") ; 


return ( exp(n2»log(nl) ) 1; 


tendif 


case SIN: 




return ( sin(n2) ) ,- 


if (! InfixToPostfix (fstr) ) return fstr; 


case COS: 




return ( cos (n2) ) ; 


Jif DEBUG 


case TAN: 


( 


return { tan(n2) ); 


unsigned char *ptr; 


case EXP: 




return ( exp(n2) ) ; 


printf ("\nInfixToPostfix: '') ; 


case SORT: 




return ( sqrt (n2) ) ; 


for (ptr = NewExpr; *ptr != NULL; ++ptr) 


case LN: 


printf ("%d ", *ptr) ; 


return ( log(n2) ) ; 




case LOG: 


printf ("\n") ; 


return ( Iogl0(n2) ) ; 


1 


case ASIN: 


#endif 


return ( asin(n2) ); 




case ACOS: 


return KewExpr; 


return ( acos (n2) ) ; 




case ATAN: 


( /» Convert */ 


return ( atan (n2) }; 




case SINK: 




return ( slnh(n2) ) ,■ 


double Evaluate (x,y) 


case COSH: 


double X, y; 


return ( cosh(n2> ); 


( 


case TAJJH: 


unsigned char symbol; 


return ( tanh(n2) ) ; 


long i = 0; 


! /* switch */ 


nstacli.top = 0; /* Initialize stacic '/ 


) /' Calculate */ 


while (NewExpr [i] != NULL) { 




syabol = NewSxpr[i]; 


unsigned char "Convert (FunctionStrlngI 


if (symbol == 'X' ) 


unsigned char *FunctionString; 


NPush(x) ; 


unsigned char fstr[512]; 


else if (symbol == 'Y' ) 


unsigned char *ptr,- 


NPush(y); 




else if (IsSyirtool (symbol) ) ) 


SyntaxErr = FALSE; 


NPushf Constants [symbol-SVMBASE] ); 
1 


RemoveSpaees (FunctionString) ; 


i 




else if ( I sFunc-ion (symbol) ) { 


#if DEBUG 


NPush( Calculate (symbol, NPopO, O.C 


printf ("\nRemoveSpaces : %s\n", FunctionString); 


) 


#endif 






else ( 


strupr (FunctionString) ; 


NPush( Calculate (symbol, NPopO, NP 


*if DEBUG 


1 


printf ("\nstrupr: %E\n", FunctionString); 


++i,- 


iendif 






] /* while »/ 


if ( (ptr = CheckSyntax (FunctionString) ) 1= 0) return ptr; 






return NPopO; 


strcpy lfstr,runctionStringi; 






) /* Evaluate */ 
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Listing Two: SYNTXERR.H 



* * 

* Definitions for syntaK errors that may occur in • 

* the function Convert in funceval.c. ' 



t***************»*****«*'eJ 



jr -kVOt* *Tr irtf*** 



syntxerr.h - Copyright 1988 Randy C. Finch 



««*»««»:»*»****************«** 



#define 
#define 



idefine MISPLACEDOP 1 /' 

#define ILLEGALCHAR 2 /' 

ILLEGALEXP 3 /' 

ILLEGALFUWC 4 /• 

#define MISSINGOP 5 /' 

♦define MISSINGOPRP 6 /■ 
parenthesis */ 

♦define MISSINGLP 7 

♦define MISSINGRP 3 
*/ 

♦define MISSINGPARM 9 /* 

♦define LONEDECIHAL 10 /* 

♦define EXTRAOBCIMAL 11 /« 

♦define EXTRAE 12 /> 

♦define STACKUNDERFLOW 13 /* 

♦define STACKOVERFLOW 14 /* 

Idefine TOOMANYCONST 15 /* 
function */ 



Misplaced operator */ 
Illegal character */ 
Illegal exponent */ 
Illegal function */ 
Missing operator */ 
Missing operator or right 



/* Missing left parenthesis '/ 
/* Missing right parenthesis 



Missing parameter */ 
Lone decimal point */ 
Extra decimal point * 
Extra E in exponent " 
Stack underflow */ 
Stack overflow */ 
Too many constants in 



Listing Three: TESTFEVL.C 



********** 

This proi 
Evaluate 
type in 
enter va 
with the 
printed, 
function 
up arrow 
characte 
printed. 



******* 



» ** ***** 



gram tests the functions Convert and 

in funceval.c. It will allow the user to 
a function (no spaces please) and then 
lues for X and Y. The value of the function 
se values of X and Y substituted will be 
If an error is found in the function^ the 
will be printed to the standard output, an 
will be printed beneath the offending 
and an appropriate error message will be 



This program may be freely used for non-profit 
purposes as long as the copyright notice remains 
in the code. 



****************** 



******** 



*********** 



* testfevl.c - Copyright 1988 Randy C. Finch * 

* * 

************************************** *********A*********^ 



/* 



INCLUDES 



♦Include <ctype.h> 

♦include <sCdio.h> 

♦include <string.h> 

♦include <math.h> 

♦include <float.h> 

♦include "syntxerr.h" 



♦define NULL 



The Bit Buchei 



COMPLTTER STORE 

We Want Your Business!! 
We Have the Best Prices!! 

Oldest Commodore Dealer in the Area!! 

2 Locations to Serve You 



* Software 
* Hardware 
* Service 
* Information 



C O M M O I) O H f 

AMIC 



Authorized Dealer 



1294 Washington Street 

W.Newton MA 02165 

617-964-3080 

621 Boston Post Road 

Sudbury MA 01776 

508-443-9731 



Authorized Commodore 
Amiga Dealer and Com- 
modore Service Center 



CirclB 139 on Raader Service card. 



/* 



EXTERNAL VARIABLES 



extern double Evaluate ( ) ; 
extern unsigned char *Convert(); 
extern unsigned char SyntaxErr; 



FUNCTIONS 



void main () 
( 

unsigned char function [256] ; 
unsigned char "expressions- 
unsigned long spaces, i; 
char answerl[10I, answer2(101 ; 



do { 



printf {^^\nEnter a function: \n\n") ; 
scanf (^^%s", function) ; 

expression = Convert (function) ; 

if (SyntaKErr) { 

if (SyntaxErr == STACKUNDERFLOWJ 

printf ("Stack under flow\ n" ) ; 
else if (SyntaxErr == STACKOVERFLOW) 

printf ("Stact; overflow\n") ; 
else if (SyntaxErr == TOOMANYCONST) 

printf ("Too many constants in function\n") i 
else ( 

printf {"\n%s\n", function) ,- 

spaces = expression - function; 

for (i^spaces; i>0,* — i) printf{" "}; 

printf ("'^\n") ; 
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(continued from pretMons page) 

switch (SyntaxErr) { 
case MISPLACEDOP; 

printf ("Misplaced operator\n") ,- 
break; 
case ILLEGALCHAR: 

printf ("Illegal characcer\n"| ; 
bceak; 
case ILLEGALEXP: 

print £ ("Illegal exponent \n" ) ,• 
break,• 
case ILLEGALFUNC: 

printf ("Illegal function\n") ; 
break; 
case MISSINGOP: 
printf ("Missing operator\n") ; 
break; 
case MISSINGOPRP: 

printf ("Hissing operator or right 
parenthesis\n") ; 

break; 
case MISSINGLP: 

printf ("Missing left parenthesis\n"l ; 
break; 
case MISSINGRP: 

printf ("Missing right parenthesis\n"| ; 
break; 
case MISSINGPARM: 

printf ("Missing paranieter\n"} ; 
break; 
case LONEDECIMAL: 

printf ("Lone decimal pointXn") ; 
break; 
case EXTRADECIMAL: 

printf ("Extra decimalXn") ; 
break; 
case EXTRAE: 

printf ("Extra E\n"); 
break; 



MOVING? 



^ 



SUBSCRIPTION PROBLEMS? 



iPlease don't forget to let us know. 
; If you are having o problem with your 
rsubscription or if you ore planning to 
Imove, please write to; 



Amazing Computing Subscription Questions 
PiM Publications, Inc. 

P.O. Box 869 
Fall River, MA 02722 



Please remember, we cannot moil your mogoEine 
to you if we do not l<now wliere you are. 



^Please allow four to six weeks for processing. 



} /« switch •/ 

) /* else •/ 

) /* if •/ 

else ( 

double X, y, result; 

do ( 

printf ("\nlnput X: ") ; 
scanf ("%lf",Sx) ; 
printf ("Input Y: "I; 
scanf ("%lf",Sy) ; 

result = Evaluate (x, y) ; 

printf ("\nX = %f\n",x); 

printf ("Y = %f\n",y); 

printf ("Result of %s: %f\n\n", function, result); 

printf ("Another calculation? (Y or N) "I; 
scanf ("%s", answerl) ; 

1 while ( ('answerl =" 'y' 1 II {'answerl = 'Y' ) ); 

1 /' else -/ 

printf I "\nAnother function? {Y or N) "); 
scanf ("%s", answer2) ; 

1 while ( I'answer2 == 'y' ) II (*answer2 == "Y'} ); 

) /« main •/ 

•AC- 



(continued from page 52) 

NEXT X 

LINE (12e,32)-(464,l'l<) ,2,bf 

COLOR 1,2 

FOR x=l TO 10 

IF X=here THEN COLOR 3,2 ELSE COLOR 1,2 

LOCATE 6+x,20:PRINT names S (x) 

LOCATE 6+x,50:PRINT scores (x) 
NEXT X 



^empty KB buffer 



COLOR 3,2 

WHILE INKEYSO"" 

WEKD 

LOCATE 6+here,18:INP(JT "";na!iiS 

nam$=LEFTS (namS, 20) 

names S (here)=namS 

LOCATE 6+here,18 

PRINT " " 

LOCATE 6+here, 20: PRINT namS 

LOCATE 5+here, 50:PRINT scores (here) 

COLOR 1,0 

OPEN "letters. score" FOR OUTPUT AS #1 
FOR x=l TO 10 

WRITE #l,naines$ (x> , scores (x) 
NEXT 

CLOSE #1 
GOSUB key, wait 
RETURN 

key.vrait: 

LOCATE 3,28:?RINT "Hit any key to continue,'' 

WHILE ink=;yS="" 

WEND 

LOCATE 3,28:PRINT " 
RETURN 



: COLOR 3,2 



•AC- 



JOS 
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The Fred Fish Public Domain Software Library 

The Fred Fish disks are collected by Mr. Fred Fish, a good and activ^e friend of the Amiga, 



UUn^ 



Haowp 



TSnp 



UniiUtl 



Free n»h art m 

con'.pLie csicfie totals. 6t:. Upcsie FF35 
V3 1, binary Ml^,b^Te;!yG:nt2 
Dmake B*ia release cf Wa" s v^-s^jn ol the un.k ^a«e 

sucptM ansr^fe l"H^ijwsKi':r E/Mar: 

E]q}twi Exception cs a set ot omi handhmg routineE that 
provide a prDorarrmer with Uie ability to easily 
rmndla oTlen ditncuHto irnp4efnenl roubnu. 
Routines sijch as na more (Tienx)r)i, die ifiol 
open. rea(lviT4eefTcr....eic. vO-Klnduclas 
S*l;fm, By GerakJ T Hewes 

KickFon For A- 1 (KB owners, irilpemiaiei^ replace 
the »P82 ^nt on :he hjckstart dsi; wilti a font 
^.W'lOtA' Inciude&a5an^lnui«1onnot 
anIFf pidum. V30.binvyDntr. AI»indu(M 
4 Btriiniin Futer 5 frB^ raMtuliUs 
'SiAWick' progr^n. 9]r &Bg Srowrw 
Saniplt progrvn shownQ how ]rou »i bad and 
sxfOuMii ptogrvn in M w«rtibenc}^ 
envlronnentffMnntumioiheCLi hdiKles 
tourn. ay Peter 4iSawi 
A nHriy^kdAHjonain rtinvienwifflonof !^e 
VB f«oeqit3ji p«cfcaet Gnes C pf^vns tv 
abiiy to use esF«pn£E)rl» tvgtto Bimsswts. 
and d»s it n a <nu?i cleaner fashion than the 
maioattisitt^wiinSrsV, )aMKwams. 

VHy nice *cut and puH* tfpt uiXy «« lA dI 
MKVdltfCtioni. Nan»apO|H«irMtoFi 
ooninit panel, laiiifilv lonl m) cw 

CQupIt of uMty programs. VI .44. soufce lor 
suipvi programs 0ihi. By John RutttI 
A Jtw Ol lAfes, «vwng soina liKWnalv 
SJmAgr to «« UKX jfltes cf Uv sam names 
hduded are: Wc. hext, Tai. Tk. Mab. 
EriaCi.andTnjnc. OescHpiiaas are givtn nets 
lid u^^ed .doc' files. ByGanBrart 

Fred Fish DlililBa 

Srowser A pfogramrwf '5 "Wortibencfi" AOgwi yw lo 
easty and conven«itly time, apt wumt. 
en) Wste ftes & dnctories (ram s CU 
eftwonrnerd. AHo proncJes a inetrxxl b 
euBculB e*et Worlbench or CU programs 
VI 6. update lo FF134, birvary on(y. By Pelerda 
Suva 

A coifflie of irteresing 'ctoS" lype prografits 
bssMonOw'G&ocmyi", OteervetheearPvs 
shadow scTDii accss a map cc gkft* tn reaf- 
Bme, Based ■ofi the syslerr clock V5 ,0, birary 

A biac)( & wniie graphics prinl uMty lor Epson 
ccmpaiii&te pmilers Command^ne options 
aHoA BCrerai afietrri prirt qiiaHies wtf 
Oensjbes hdutiesacoupieofsvnpielFFffles 
lorprmtvig V$o;^.t>vuryonty, shareware. By 
P«er Ch«rna 

A nioely done, fftmntai-based sdtor tt>Bi b (Mte 
imr^widy. FeAfes word-wrap, BUtoHTidenL 
newcL aB bt/tai, sfiHinto*. te)6osd macro. 
h^^^eirAnandiiaom. Vl.0.wWyor«y. 
sharawara. OT Dan Bums 
AnothefAAb-VnBidbty. Tbsomleatures 
known wd «w Vila deteclion. view boci Uock. 
ttnnl restore booUoda. wwH tistar 
oolnttvdiDOfB. nrcien n asMcttr. Vi 56. 
»^eftt.9tfttmian 
HepSking HotUeCUiriiiybreptacearrtnnfl'stmg 
■1 aAf M» ol le wtli another stnngDl any 
jype.Vi.0.tinanran))i.fiarEware.ByLuciaru 

TrckTiwa Vaiyrtamou5e4dvml7M3()rpetnigrarnlDr 
Star Trek tans. CoitainslOOaiBstonswil 
(BTromVieau&iDr. 
eyOeo^BrogHVd 



GeoTime 



GPrirt 



tWns 




_ _d iwsion of ihe XUsg InHiprinr 
. . .ibiptm&ta- vmincMB 
uuroe^ By David tez: Aeraga woA by ftancois 
Rouan 

Bally ArngsponotttielDmier arcade gawianwd 

Click. Lacks sound etf«ts.p(omtsed lor Eater 
updSBS. W.t.biraryonly.sh»ew»e.By 
Otver Wagner 

TrKhet UseUde&mngqMirs^tnBBriiirunakonlu 
moTfr ver^M mf«» ol liileniTwt' on 
FF 1 63 . Wi track and refnrt on call to 
AllooMen>(|.FreeMaffl(;i[Dr^KkDwr«ofl|aTOf( 
Dihen. V0.0a(AlphBrfltoaSe|.8yKail 
Lehijvnbauef 

FrwinihaihiJB 

AMC ATi^iaMessageCww^. ScroHtansesuca 

trtjm '^ !e « file aaosj the screen on a coiomd 
Bxkgrouryf SimiariofiwgfeflSngj' 
programs developed by European Amiga 
enthusass VlO binary only, By FosiarHaB 

^astfiip AkefT^sinat AJkNEjroulorBBdinan 
eijstlna Mynap fi)9. riQ(ir)f ii u su[ wi^ 
naadlanastv«ii«situdy4»iii»Myinap 
VI .0, mdudu aua. AtiVnr: 
QileiGariesh 

HRI36 AnlFFfiieconbAngatfiaflMwHgttw^ 
potttM iTtaWQlws fatiwnhwc pateiB 
coion Also ■Wkjdodi'vopeniiad and 
tnorxjchroKiQ' pfiMItt inng iitfi ttvf(]l |ip$ 
and technkfjes tor usingtwn W01 vieiDiA 
paint progams-By Dich BQucne 

korirurger Wtoniased prograti 10 tafce any 1*0 &ru$h 
ilis anj fnetge Awn irao xi dtonuta^iapB 
Typtcon ^O.bnafVQn(y.ByTanyGina 

^m Ano(h0lFFsotfidpU!i«Mihttii«nl 

oommana-ine opions. indudesavwA 
tifflpleL V1.ol«wyonly,arNcV/i«on 

SelFortt AkMttyoutodWvePHtysisnloiniwKh 
varoacoiniiiaKMracipOora. Oearauptf 
iflSKff buss in FF75 V25. rdubu soite n 
C" ByDaxHaynie 

FrHlFahPtelM 

Fttftl AuiiMyiorArrigaasseriiW/proQfammets 



Fufawdteadi fp bkev^ooMatiieviaicvi 
M iNCluOE'e^ raw than ht«ig to ir* wtfi 0« 
cotasal 'AinQa.Ljti'. V1.Q, indtdoj soiMS in 
assatnbty. By pctir WyaiiaiisM 

MKlib Anolhaiffiaim^i of building a shared ttxary thai 
«vtfvsd irom m' FFa7. Al» Included ts a library. 
EdMt. Mhidi coruin several kiKiiDns n)! mcMtae 
jn the Manx Btandardibnriei. hchjdes source. By 
Edwrt HooQHtMflt with C-tuctens from saverai 
dfttrfri! author* 

PCO Aftit»«l tmplwTHnlatioi ot a Ireely redistrlbulable 

Pucal eon^piler. St^jporls include tiies. external 
(tiftwnet, records, enumented types, poimers. 
vr«ys.stArg$andnioiV- Presemfy does not 
sufvon large types, the >M^' saternent or Eds. 
VI O.indiides source and samfyeprD^rarrs.. By 
Patrick Ojaic 

FriidFJBhDltk1B4 

BJ A vnai^ boisn tc to C-<«de imutconwler. 

mended 10 b«uHd Iron CU ViC.bnryonty 
ByTfffirGnii 

CarMAer AprognnmeriSKiiorcrBaBnecardlrmgeSKt 
thu can ta MWd tfi any card gam* ihit usn the 
ilwdardSZeaiddach. VI .O^tAwyor^.E^ Tarry 
Qinz 

D^ OemoMrsonotafvogramVuiwilalowyouto 

Oka any FF He and save I as a Bt^ sai- 
cMarad eiecutatsle Sla . wDWT th« need for any 
[FF-wewefi VI O.S*aryori^, ByRaarHal 

MousaUil irituAorbaHdpfogramtoWwyouloclitanBa 



your moiAe speed MthoLi hning ion Pvough 
prKmncat VI l.ndudHitaiiibi^n - " 

LioianoBertaD 



J^nne-By 

Prill SinflpnrKueitr designed a nelacttM'copy 

J l ana r n > io prt.' command. upangaiirnkMr 
d^itofrg fw liename bttng ptiniid, tangti. and» 
ittfus bar ihowng percent cornptoud. aEbo 
indudesanaboiiQadgal Vt.O bnBryonljr.By 
Ludano Beitaia 

VacBere^ ThssnusvigniesaMnhadiHi'deaiiup'your 
V/crkBendi scraan torjou whwi It gels too 
dutteredlfiliwyonly. By Handy Joueit 

World AigitadiremmgamtsirntartotiaNocom 

BdventuretolPianetlilandStircnu. Oiatelarge 
Hitna tinianckwavarMyofnsixraas- Vi 02 
indudes soma By Doug Wcdoulil Amqa port bf 
EneKaNwJy 

FrednahtMrtlflS 

CommodwalFF ^T^fti8 8Mpyo1ttiaofNcial«ovem6eri688 
Corvnodore IFF deh. AUDu Htt ki the 
'docunens' dvedory »« in z»Me 
'documenisiao' 

Frrinahatkias 

A68k A6SOOOa4SeniCilefenguidlywnllwhModu1a-£ir 

t9«4afticoi^att«(}toC by ChariH &bbin 1097, 
Haa been eanwted 10 accept meiaramco- 
coTiplltila asaariMr cairce code and io generate 
Areigaofajecti. IndudasaouKt ThartVf-^S.an 
i«daieiDfFt10 By Brian AndirsortiCnnlaiian 
jndAnuganork byCharfetpibb 

Cards'OHama A sjmpie game thai k^gyouptnli your 
rmmory. (I is piayad wih a dedt Of X! can^ 
grK$xdri6oavs. Ihe cards are sMted and 
TMd dcsfiiayed II ate beginniflg o( «*ch game. 
Your goal s to pcfc up a many pais as you can. 
unjIflmartflocanbltfiontiescfBea V1.D, 
MudBsnurc*. By Wertwr Prar^ 

0(2 A cute program But Dfves that me the way many 

paopla adualy do. i.E Yi naar^ ten u fm~ 
hekidu KM9 n BHenUy . Br bwfc« GMi 

SniCPM ACPMwiutaiortorinaAjniiia. Smiaicsan 

aC80aK)ruMthH19tannnalen«iaban. hdudas 
Hurca. Tte 4 V2 3 , an update to FF 1 09. b Jn 
Cithey; Amga pan by QuiM Gtta and VM 
Kusdu 

t^skpen AMkbiKivnarlipnnrain whctinreonbat) 
UnnandVwAfniBa. ^Ii in update to FF4a, 
wlh bug faiBt and more rakaMi menmnenii Qt 
t« tssiff rtad and wrDa tpeatfs avalabte under 
fvrwwFMRla Sj^wi By ffldfc Sjparbuff . 
aeiwioafflarvt by Joanna Doh 

HadtLlB tMt4Slt»lalBtiwciantiaAinoi pott 01 Hack. 
w|h tots tf Amoa apadk: ertuKamams and naat 
grapMcs. HownclLideaaneflSyttusariistatation 
waram. ThisitHackljiteV1.'Q.D,binarYoiiJy.By 
SofMweOistWery 

Mae^ Avetsaiaecltn^cro-keynitiwrbasedonPOPCU 
Mm a unique method ofScnert-bbiUng' I 
nontS9yruiia,|u$i]iyn< Vt 13. indudessoutie. 
The « an vfOvt to FFI&1 Bv Tomas Rotuta 

SetCPU AprogramdailgnadiutiBowPBUseftodsiectand 
nvdily wiaa parametets rallied H 32 bii CPUs. 
InckXM commands 10 enitoie or doatle the lent' 
data cachas. switch on or oM n* too bursj cache 
me U raquen. use ew MMU 10 run a ROM Imaoa 
tidm 32'btt memory, and to repofi varttus 
paratneters ^en catled Irom 3 script. V1.4. 
IrvJudas source. By DavD l-layn« 



EradRahD||*1Ba 



pnurap cpeates a smai ntro on Ihe boottiiodt 
ol atw dn, wtKh wfl appear Aer KM insen ihe 
dskbrboolra. TtwheaiSiwcvibetfitoZO 
tfwadaii. TnascniSngtaitporliananbeupto 
225ciiarKlBn Vt.0,bln8ryonly.Byfkigcu 
Fiachin 
DiflOv DtOdrcompvaBlhtoontanisadwoilfBdones. 
ftportng on dAewves sudi as Has preseil A 
CTity'Ooediectofy,'(IBBnrln'D(ilfcatwndate^liB 
' s. sizes, oommantLeto. Vl.0.indudessoifce. 



^lUarttR 



EiecOtt AitsassaffblarccrnmenfgaFentorpragrainlar 
ne 1 .2 tOckstart HOU etec Ibwy image. 
Qaneratos a cvrnvtBd (Haaianih ol Vv eiK 
Ibnry. Vi.O.bnaryorfy.BtymilusWviM 

PaflGio Afracl«pro»ini.BnuWg[mtfiOA^JrT«ad 
AagrHeMn IDO) as daunbad M ne DecerrNr 
1 9S6 SboittK: Arnenean in l^« CtfnpMr 
Rtertatenaodtfiirt Thq program t$ about an 
ffdai Of magniiude tasw ihan M -SU? GRD* 
a(ogranideaanbedfl^Sc>ac!«icAfflencafv V10. 
nciudes source. By Ooug HouOtt 

fracGon A1radalDeneralorprDoraniriatS}er«rato$rractaf 



Nu4 



NetHatt 



\Mt 



piOi^estroin'saedi* that you create. TTiittt 
uMa any dl ttt oOw tadJ genaralon' I've 
seen. N can be usad to toad and dtaHay previously 
created Iradalpiciufaa. nubifyexisBng fractal or 
create yfiuTDwitTactats. V 11.23, bvtaiy only, 
upJate to FF U^ By Doii9 Houc* 

MemoryOock A cieck program ihitsiWH (he mount ol 
hee tail ran. ti-K (tif) ran. OS wen 49 Ifv bme ar4 
date Includes saitQensM«rT4fy code By ft»3ef 
FischBfi 

VnnH^n AsimpiftARexjcJnieriKe wtiich can tw easily 

patched into almon any program, Inclyttfls as an 
etamptettutreedrawprogtaRiliofnPFi tnd^x^ 
source. By Tonus Robda 
A new dos device trui behaves UiA *N I L ' ^1 
\in\Kb TtfL.'. 1 is a real h-ander. This makes it 
useful in kjts o) EiluaUins fthere tJIL ' canroi bs 
used VOO includes source By Gumaihordmark 

TaitO^May A text display program. VrJt 'more' or Ihs' but 
about half tie Ida and handles ai screen lormais 
(pal'nlK.rtertac&'flonnwUca.etei Vll.bbwy 
orirSv Roger FrKhhi 

Macfcie A wruMe dVrnacro-hty niiaior based ar\ POPCLl 
wtaunqmmelhodor'icrBen-btanking' Iwoni 
say mora. MBt»ya? Varsent JO. nokjdes source 

inJaiieoiFFiaT.Auffitf: TomaiFUOdd 
1na s pan 1 of a lin pen dGrtulion q( NeiHack. 
wiidi was too tatfi to tt on a single dsti. awn 
whenioo'd Part2isofldiaIi19Q. Bodipans. 
atong W01 zoo to unfack Iham, are reqund u use 
orrabuadMHKfc. V22. kidudes sot/ca. Au- 
ftr. Vanaia:AmgaaaritbyOWS«bin 
V^igshnwariadaar Ho learn mode, a oonv 
irandlangMga. iTieni ojctornzalioa anct other 
tiset conhgjrabity and oalonHzabMy iMluras 
Biwonly. iharBwara.UpdatotoPF 173 Autnor. 

Aoleaofi ol rare rans&ng ml useU cors. 

fiUtvr Ga^Roseman 

tJU3tmegeTak^ an IFr picbn and geneiatas a C soutta 

module wtw:^ can be conp led and intted with your 
gwani to doplay 9« Kture with tfw mtudion 
Prawimagt kincton EUaryonty. by: DrnvGreon 

NeiHack TT«apBn2Dratwopini»irwbonorN«iHack. 
which was too targe to til on a fngle d^ even 
wtwnioo'd Pan lis on disk IBS. Boih parts, 
tfono ivllh £00 to unpack them, are roqurdd 10 uss 
or rBOUiid NelHadf. V2.3 Includes source Autrvof 
Various: Amiga worit by Olaf Seten 

FrtdFi3hDis>c1&1 

6iJtL3t3 BJitlabis aofcgfam wnich lea youanperitTwni wrth 
Ilie blittar. ioyour^»earts content, hn raCative safety. 
II opens B wo htbench Window wiih gad[|ots lor bJI 
the ngistais ol Ihe tjltttei , and allows you to 
nwiipuaie IndhWuBl ragiclan and perlorni bUs on 
amagnAadbttnu. V M. an t^tdita to FFB4 
Indudes sliirce. Autwr TomosFlaiiidJ 
A requester nahlng tool ainptoying vanous 
recursive atgoriihnaMudIng a FecurstveparHr. II 
lakes inpui te Kl fites and oonvsds Swn to t-iource 
tgf mciudpg as ^mju astor declar atcns. Upttatoto 
FFi52.vrritTBnyar<i a neain«rt s . hcbdes 
source. Auhon Stoan FerguaoA 

FieaQi^tock T^ simple Ute ptogw) reads btoeki and 1 
or a bootable disk and i«v«t «wn as a program 
He ^ can be n^ ^leivw Ivbid) or dsataanMd 
by programs UieDtS or DSU tocUis source in 
asHiT&yo3de by. JoMVaidltM 
A pon oTa Unx van«ft ol a Ifvaiv 4at)uEable 
saienonariad. neraOM. ipeingchadiar. 
Update to Ff54, *« enhancementi h Tomas 
RokickL ve.0-a2.incki(lesaouroe-Autoot Pace 
VMsson: anhancenwttby Tonas RokicU 
CMvmar v0»n ol fiosa chM} pianic fluEtfes 
witi tSwtite tias nunbaiBd 1 inugh isand an 
ernpiysqigaina4by4 » r a(nynert TTisonsts 
mora chalanging tinea inu cafl1 solve fl by juit 
' 'thapMcas. indudiHsourca.Auihcr: 



BJk 



spai 
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package akNnvou to manipuiala 
anprasaioiiL Curenlly rb two ntain tunctona are 
eyattADorarddAvcrUton. RataodDtsioTie 
basic s^mplQcalbcis (based on pattern natctoiigl la 
make N resii ol » QttlerenliaKtn mora 
nesaRtabte. Jnckid»sou(«.AutfiQr PavidGay 

PacManB? TTisisarixit&Blpacinanllia'gamawtltisome 
new teatms Eha lira ptti. stattHng krvhias. dodnc 
aax 3Ni lame Ihrowws. that musl be avc*ded 
Has Itvea levels ol dtiicuFty, 'Oasy. modmrr and 
hard. Sounds can be loggia on or olf Kmipsa 
reoonlottM lop len scores Shareware, binary 
OAly.AutlV: Steve Jacobs and J«n Boyd 

fiaSouroeOefno Adefruversionof FteSource. anintetBctiKf 
dsassembier for ffig Amiga TtiQisa^mplgt? 
verswn ercept ftiat the "save" features have been 
disabled. VD.3fi. biriaryoniy by, GlenMcDiarmid 

Fred Fish ash 193 

KeyitAaoEd AaknrjyiwtochdroeEriaKeyMaipSLisedMnn 
58tM» Ttg is a W l«W W a^mrpawidyig 

rtta normal •sVaig and dead ifya- The 

artadlaitoin an A2«&A500tMK 
^wilhAiO0OliaytK«rds V102, 

s source Author: TiraFrieSI 

lliis it 4 modAe^ versiofi ol the Sciobon C 
oomoierlromFFi71i ti hu been mooted n 
garwne code comptftte woi me A^ assantriar 
Irom FF 106 Bfld A naw trontendcoivel program 
m^ias < easy IS use kka ttie UN IX "cc* framand. 
VIOLrducfessourceby: Joharmftiegg; Amiga 



irkbyjc 



Fred Rsh Dak ^ 

Uorj AsjngtaptayarduigaonsRutatQn Thsobieciel 
the gania is to dateal »w Balrog. whcti Xjrt^ n the 
deapaslievaliolffiaAjnijeon. Youbagmat^ 
town lanl above ha dungeon . where vQu may 
aoqurt ai«pieL weapons, armor, end magctf 
dmcei by bartanig w«i various shop oanars. 
batora descandng tao Iha durijeon to do bade 
Amiga enhanoHTierts nduda ptil down manvs, 



graphics mode. pibkupiiQdt, a corftnAd 
move mode, a laaf vne mode; a fflttsage wat 
atne mode, as wei K odw modicsiions to 
impoue overal play!^]^ and to take 
ai^artage Di Ehe ura^ Jaauras ol the Anuga. 
V3.D, txr^ only, ro^iresal l»st life cf 
memofy AuVtot: RobenAtanKoanekevid 
others. Amga version tiy ftehard Henderson 
and others, 

Fr«IFIihQlikl9S 

hkioEMACS Vefsion3.IO of Oanwl Lawrence's 

varlanlolDavaConroy's.rrHicroamaca. ThEsLi 
an ifidaie to the version ralaasad on dtak 1 1 9. 
New leatuKs inckjde miApie marki, more 
turcbonkey sinor.. abeitef cryptalgorthni. 
and end-c^-wonl cofJifnand , a command Kne 
Swfeili forsetfirgBrwrrDnmentvanabtei, new 
hooks kv rr^acros. a connmand to strip traiing 
whitespace. iniavnaxnal-zaban leatures ite 
faiaign lanjpjage rriesiSaQe 5^toO'ltlOltav3lal 
wnkTw scroAnQ, mjcti aster saarch aigoriVYTV 
Amiga jTtuptwsuppoa and mra irxAidaa 
source v^ eilensn? crwne documentslon. 
fmVtv Dave Conroy. MANY enharcementsby 
OinielLai«6ftce 

FndFith Dti|i_ ^i {jg 

HamPQ These are soma Of l»TTBS5tunnrg<igttzed 
piaiie yet for itie MigEL They were 5C3Yted 
ti a Tssoitriion ol 4096 by 2S0D juds, SSUs 
per pint, on an Ekonix 143SMla scanner, 
cooped, gamma oorrecfed. scaled, and 
uninMeOtoAniQatFFHAMttes. They are 
Otpteyad w«i a qHctalllSW bader Viet 
tundesimracanHAUiniagat inckjdas 
nvne for Vta dcpttv pngram, AuMT 
Jmtfisn^kie 

CTags CraaiasBaBal(omt«3paciladC.Paseai. 
Ponw.YAOC.IeK.H^tanat. Ata^Be 
csi be used t)y a coopefSng edtoi 10 r^Jddy 



Find 



RuHur* 



Sievie 



Qtijeos an a pnjgram's sautce 
code. Bertceiey Vi,7. ind-jdes source. Author 
Kan Arnold. Jim Kledtner. and Bill Joy Poned H 
Amiga by <xH(Frecqvildief 
Find is a dUy attcfi searches tor ties that 
udiirir a ghren bootoar etpresion ol atirtuias, 
siartfig 'Irom a root paffname and sevctwig 
recursS^y down through tt^ hierarctiy of the 
filesyslem Very mucii like the Unnhno 
pfogjsra. Vl 2, incudes source Update lo 
fFl34Ai^ior. RaJneyLewrs 
Ajmgramtomotflyejiaxitaaie iMto alow 
themisnflinertemrfrnerri3jy Hcsresafl 
DATA 94 6S5 hunks in the file lo be fo9dK) 
Imo CHIP memory. COD€ hunkg wii stui load 
imoFASTfamifsya^able. Nmteatures 
indude an irwractive node to select where 
each DATA v BSS tvfc w« load «o nvrnwy. 
suppon tor Qvedays. s^ipport tor AC BASIC 
conipted proonms and suppon lor new hunk 
types as usedby^dnk'. V2.1,binaryonhi. 
Update to FF35. Audur: D J. Jvnes 
Another mff style tad tormxlter. TNsisversion 
l-S,anLpdaa tofliewBgionniliiasodtintSsk 
7S. NewleduresnctodegBnarabonolANSt' 
ISO codes far bcid taics. and unOertne.rrpre 
ffian one lurjiuttiv cornmand on a ine. tonger 
maciD narieS , and marry nort forraaSing 
comnarids. bc kib as sojoa. Aidtn: UrArxiwrv 
postodtoUMrMtwAtanVymalaii UarTy 
erttancenwitt by Otf Satoen 
A ptjtic dometo done or V« UHIX V edtot . 
Suppois w^ndAf-tttin^ arrow kayt. and Ihe 
hs^key. V3JS3.inoMe$sovoa.lbdaieto 
FF1S6.Ai#u>:VariDuSvAjrtgaworkbrl3i.n 

FBdFMloUtM 

Ctururi Charon is &adtaylserfty tar Via iRnt Annual 
Badge KBer£»emoCoiitesL TT«1tittl»» 
demo was wfitton by Lord Dunsany (long betore 
iheAmiga]. BratfayceaiedOitiuttraons 
an$ animation. Tbe sound trade it a iratftional 
ScDiash lute *TT«Afran Boar, by: lord 
0wsany(19i5). BradeySct«ndc096S) 

Fred Fish mail t9^ 

ASimplex Anrn:|)tonientd»no4trie'Simple<a^|onfhintot 
sohrgineannrams. Ituuslhe 
slsndxTkzed MF^^totmal tor md data fles. 
V1.2.inchjdessoin£.Auiix: ^^Forster 
V3 D2a ol a c« ike shel derived trom Uall 
teflon's she^^. V2.0?". Irdudes many new or 
ump'o^'edcamrrards. some bug finM. etc. 
IncluiJeE source. Author: Matt Ddion, Sieve 
Drw, Carlo Borreo. Cfisare Cwni 

VIDteolI A pro-am to train^lti ^oursd i^anDlffS between 
tf« Ain$a aird a HdaDd S-2?0 v10.btfiafy 
orjy. Ai4^: Dieter 8runs 
A screen blianking pnt^xn [hat goes beyond 
ifHnvmalblaniiingpraaass. Vmsri there are 
r!« icxut ASCIIS, 1^ lakes ov? and starts a 
HtltoDenrks display to cDtor. VM.bnary 
orty.Aiflur deve Jacobs and Jkn Boyd 

&iipDenio Dainover3tool.23o(stonalpiD0BBrig 

piogrmseidtvngiU Dynamics, aranrflrfy. 
Author Johnhtodj^on 

Viewer A very small program tor d^ltaying IFF pctures 
ol any resokjbon. T>iisoneBwriIlenin 
aueirtofy code and E only 'WS tryies long- 
Bray or^y. AuTdt WaUcKWck 

FrwJfhhPtritaM 

HotBoraAgar Or. QandatTsenby lor (he Fffst Annual 
Badge KaerDeift) Contest His an ftettaeed 
HAm anmaflon aiti ncG^ vAgritod suxl 
eOedSL B is a graol visuaf ptm on flw origin^ 
Boingdima, but to say anymoit woUk) nin Vai 
eftact Bnary or*r. raojres I MboT memory. 
AudttT Di. Gandafl (Be J. Fiascher. MD} 

Tank T)uts Vincent's arin tor the Fnt Annual 

Badge KMBrDeraoKnHt- K^an aninmiofi 
Ol a ftfttarii timL^ator*. w<h EOtfid aOecis and 
acUtofiMA Brary oi4y. AOhor VincaniK 
Lea 



C5h 



Pyto 



For PDS ortiers, please use form on page Cm 
Visa and MasterCard is available on orders of $20.00 or more. 
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Draco LJpdaie 10 cms Giays Draco dtstnbiAkKi tot the 
AimgaEnharoerterts rduOa supponlor 
1!iaaiin9po<nt,ccgj&ief vanabtK, mon opbnza- 
tion.lniprovedcaltrBtumslarKlard.etc. WE.^ 
update fflFF7B. AaquiresdxurentatiDnfrDm 
FF77iocaiTiplelathQ(fet:rJ3uGon!Dt Binary 
ortj. fiiUhor. Ovs Gray 

DrcpCUti D(«](>j9itetsyaipiacBapfflferTi.a2Mpis» 
IFF vnage or & corrtimtiQn d a Datum snd 

vwSw) 2.d. an updolfl 10 vets»ori 2,2 on dbk 
T28 Sliareware. binary onfy.AiflSof Eric 
Lawflshy 

A whole bmf). ol new loms from ftoCwi 
LaPtth3-Vertion1.Q.AiAFw: HolMiLjPasha 
WLT '6 te* a vri W emJafty and a TetoroniK 
[4014 pius ssjisei el 4iOS) emUatot, wfrafflfy 
in ijse a SLAG (Stantoni Lines^ AccaleraSor 
C««er}, AtBuu^ttieVTiOO partitas orJginaBy 
t>a»d on Daw WediAf el al's Vt({IO. irvty 
BrtMnrafierte wwt made . Tlw program 
requifss ARP, and rt has an AReiex port 
XMODEM IKCRC and Kerniil protocol support 
aiso included Vors>ar3.&36.txnarycini/ 
Aultvr WdyLarQevM 



StavKfonts 



Assemb^ and C ecK9e tnamptes. Indbding 
some 6a favoritas f Ito speedhtoy and vadito3| 
(lowr!cocfedtoaEssnblyla.ngua9e. Incudes a 
replx:eiT)ert tor t^e official audio (device, an 
exan^ of aesiinq a sutria^ a rewrite in 
asserntiy cf R. J . Meal 3 te requesttr. art 
enmptoolinitalingBaatani input hariiiiaf 
atwad at irtillon.indmDra. Author. MFun 
SJetlGWl 

GurusGiMlo Ttttsoumffinfofflllfxa'nplnajtik^edin 
tr* -Oofu's 6uW», Mwftatfon H :li^t«rL««s- b/ 
CaH S«S««iM(* Bfctiftaa £rf ItM Amga's 
Icw-^evtJ rniAitasklrig oper^ systeni and 
ctesignertiFEac.Autfwr. C^Sassenath 

tsam AJ^raryi^naiinastoaeessretdionaldaia 

base systems iB^ 4ie Index Sequential 
Acce6£ Mettled jlSAM), This is bfiiaveision ^9. 
tm^ordy. Auttiof: KaiOrvfrPkng 

FwdFtthDH* A* 

FieRq ASnpieBerequtitor.wrGenasaneurcse 
t>{f ^ auttw b see how easy 4 wouU be (t 
iwaiAll. hduduttvrce. Auror. Jona^ian 

POBW 

GnuGrep nve^repprogtamtronntiefSNUpfPiea. 
Bep&as wep fgrep . ^)rep, antt bmgrap. 
Cimtr«y dKS nx ejpau Arnga sMe 
wWcards. so if yftt Twsh Id ECKi imifapte BBS 
you wi need to use It Witt! a she! tttai does itiTS 
ibr fju. Version 1.3, Includes souice. Auttur: 
Mice htaenel. James Woods, Arttur Otson, 
Rictrard Staiinw!. Doug (awyn. Scott Anderson, 
He ruy Spencer 

HAMCu inuals 3 oisKfT] copper fist tot rwaxrart 

Bctr/e view (usua^ mrtbencti) Ihtf conoira a# 
the colours Iraq C}*C>00 to Orfff, A neat effect 
aiDd an ^asy way to show qK the coKk 
capatiiifttesoltrieAmiga Inctubessouros. 
Author Jwaihan Poaer 

tmage^ AnsharewaieicanecHorsiitxraedtiyltH 

autlnrfiT ndtisionini^Bbranr. SuBSSied 
shaiewaredons^ofS^. Version fl bitivy 
SAly Autior Joflaitiat^ Potfm 

JPCkH* A ihon clo^ ^o^im that is just pacKed wnti 
iQ^Eures Indu^ source. Auihor: Jonaitun 
Pctte* 

MouseBcKHW* A tfwfthack'QvnettiatmalcBS your mouse 
EdniertmnceamnlltiesaBen. Tbeotfed 
lilo dose ihe MneeSounoe wntow tfxl ent 
Itiegame. Eadi time you diditl^emoise 
button, itie pointer speeds up. Inciudes source. 
bf: Jonattiain Potter 

pQpOtr AsmaHiutfttywhcti'pDpsopen'totie^youbDk 
at Vv ctxiiBits o' a particuts' drectory on 
{Semand. Versont^. ndudessouroe. t;y: 
Jonattvan Potier 

Poplnfo A smaH uMlty wtiicti "pops open' lo qm you 
inlotrnallon about the status of you> dev>095 & 
memory. V 2.9. vidudes source, by. i. Poner 

Tsaiitw Tflacti«isasiWT,Bmplettad(. IwiH^ispcrf 
ineluntNteHirgyouunaiiTdaes. Jndjoes 
source. Aufw: Jonathan Potier 

FrfldnatifflsliM 

Bally Amna port at the locrrter afcsds game na:iT^ 

CUcK. TlvsVHsion now hs sound effects. 
Vers^ll.siLJpdatetoFFlBI. Binary only, 
shamare. by: OWvet Wagner 

BaffleForce A nicety (Jorte sftarewin 93f3w. syemflad ^ 
The auiw. !M limUaes carpet betwee*^ two 
CK mere awn. fc6ot-iike macWngs. &nary e«ty. 
vera)on3.0t. Author: Ra^Reed 

Chess A port of a chess game pasted to Uaenei Tnis 
IS an ifKtals to aw vefsen first induded on diA 
96. hhasbeanupwadecllousean^biiigB 
tntuilion Imerfaoe VefSwi 2.0. binary only 
Author JohnS;aTiback:portsdtoAmflaby 
B(^ Leivian Version 2 upgrades by fflired 
Kayfmann 

FrtdRahOi>k2fl6 

Biounan A!ton«{j»edDnbotfitr3CtalWieoryv]|] 
bro«Aian nvbon indudBS some Author. 
JoMM-Oswi 

Hawk AfittfeatfnagaC'latiia'Ak Requires redgre^n 
Steraojlassesioview Auitior Unkn^iiinlrto 
doOiunenlalion irv:! ided ^ 

MemFidt Treats dttienKovym you AmgaUvnws 
pan ol a bitplane Inside a graphis display 
Pr^iides sort or 3 sraphcal isictunt of your 
memory Lsage. B^^ ortv. by: An Webster 

PeX Adem>otthe vanous atapnics capabtitiss q4 

HW Amiga:. Autftcr Unknown fno 
documerrtalkin indwJedt PictifeGardarj 
Another idefno. apparent/ in compM baste 
Auiw UniinMn{rtodKumemaldrindudsd) 

SiereoDeno Ad«W[4sHrHicopicgraphcs.wnt(en 
in asssrrybty tangutg*. Raqiures rKt^e«n 
Eiarec glares to view. Includes souiDes. 
Author: Oawd U McKlrt$|iy 

Tr^ 3 demos of som&Qtitte Amiga's QTMhcs and 
sound cap^iities. Bmaiyar^^by: Tomas 
BokJC^i 

FtiKt Fish ask 207 

Ccyole Gene's entry loihe 1983 B&d^ KSin Demo 
oonlBsl. A very cule (and larj^) arvmaiioii. 
Ruuires abDd 1900 blocl^ o< dish (p«9, so it 
lAdtilributadn'Brcformar.AuiJw: OeAt 
Bmr 

FredFh)i,M«hg09 

AslerDOFieid 'njs is Wichaalseniryforlhe 1938 

BjdgeKi'eiDerr.QConiest Itisatarge 



Alice 
DisfcSalv 



anmabon ot 3 ipaucrtt; fiying 1^^*^ f^^^uQh 3" 
asieroid teid {chiSMl by imsean toes I that ndudes 
a coisleot neat nwses. Author Michael Powoi I 

F'riRsHOUhZW 

BcKi Ttiis s Vem's erWy forihe 19B8 Badge toner 

DefToCcfitesL ItlsaSci^-Animaleanima^ 
thai sbows three cotored bals Dying In drds 
^veaJTvmrectbDwl Rendenn(;ttie aiimaban 
tDoh about 2 we^>£. Disbtuted m £» tetritai 
because ol its size IzM (i^gwA BViuded lor »Hy 
unpachin^j, Author: V^ Slaati 

Dps A pTDQram designed 10 ivfidi mriUi iK PilniScripi 

piogam. a mmmercial Ppst5&ip( fiterpreter w 
iheA/rigd.top«ovriJaa(HioeprBview« Vl.taru 
■nciuciK $ource tiy Al^ rio^iog 

Fred Fish DHiL2tB 

Cic A vsry rxs\ Cone soemJicprogrammer. plover 

calcujalor. The scieniKfc portal has rnost of the 
^/ations found on it» more popular har>dh6ids 
The pracrammar portBn ti as all the special he B. 
binarywdmal anvwsKi'is s wen as reostei- 
opefatkmfreASL nOL LSL ASD. on. XOfI 
etc The ptotSfpertionw* plot «uations Otti«r 
features include M memor»K. lull mousa ot 
keyboard oparastcn, pull-down menus, and 
iconizatwi V 3.0. binary only, by Jmmy Yang 

UfielPiint Aproo^maiatolovnjriwtDeasfypnntlabeislor 
your asks. Versbn li. sharBinm. binaiy onty 
fsoumairaA£itotnxn<u}iDr). Author: Andreas 
KfBbs 

MuHand An animation of a hand w8h tir^emails scrapeing 
on a desWop. irKtuding sound eHects This (s 
Bryan's entry lo* Pw laCa Badge Kiilat Demo 
Cor^^. BHWyonhrby. Bryan Carey Gaibvan 

ArngaWaveTttesABen's Hitry tilhA T9^ Badge KMv Demo 
Contest KisanantmaiioiiwiQiSDundeHectsby: 
AKen Hastings 

Espa^aniiii AkeymaprmxfilcaElontousal wttlch, inran^ 

funcicn with the suppbed siaX-tont. will a£cw one 
Uiype in Esperanto and Welsh, in any program 
iMwtfuseksymaps^^hnsby: GhnGcNnng 

Ima9e-EG An ^orewars con editwsdxiitladav the author 
for inclustor m itw Ibfary, Suggesiro Shjaevrare 
don^onolSZQ. Vl.d.biraiyonly. FixeSaS^us 
6uglnVl.8onFF204,by: J.Ptfler 

S^iFont AkevTiapandfonlBtaiwitailOwThei&eriobe 
tf)le tc type m Arnencan &gn Larigusge. praMded 
tmtonefewwsthefonl AJttior: GtynGowmg 

Wu^ontnl A new vmjs. detection and control program 
1tiBi{r«cM desks during insenion.pr^iieasfroni fink 
virvsK shows booQlot^ on a screen, penodcafljr 
{hecks sysiam vectors, controls access 10 Res wtti 
i requester, etc. V1 .3. indudes U asserTt)ly 
tanguaoescucecodt. Aitfvx: Pusltanen 

EtsmHUBMM 

This aniiratwn is Carey s ertt^ to ihe 1938 Badge 
Killer Demo Ceniest. Authar Carey T. Pelto 
A disk rcavery prowan tv al Amiga fi(a system 
devuas that uu eitw the Arnica Standard Fie 
SysSem or trie Amiga Put t% System. Dsksahi 
cfnts a new fA^^tem stTudufson ancrVKT 
device, VRlh es much data salvaged Ircm the 
original device BspcssS))e. Upc&teioFFlT? 
Qiiury only. Author: OavDHaynle 

Do^Wortd TNsaiwiafiontsChsies'ecilryKitfse 1S8£ Badge 
KlefDcmoCan»st.£w: Charles Vonei 

FrtdFtehDUfc^ia 

Cucug Th«grvTiaiiori0ttheOiviipaign4JrbaTia 

Comnnodore Uhh Group iHO wffi sul&t^ed to 
Vie t9e9 Badge KMer Demo contest by Ed Sartw. 
by:EdSwba 

i»r« Aboil 300 ions in eigN(!) coin U$e$aspeciai 
pnogram 10 get vi eight color wodt^ef)» i£> dt$piay 
DMU iccrts. whicti were nade wtti DPatnti:! and 
ImnGon. Most icors arc nriiaturesdttts main 
sciTEcn of Bieir ctjrrespcsTdrg prDgrams, or Bia 
piciure they stiow, mada with "ianaire" and "fecQlDr" 
!f.:mFF85by WcJt.PersrDeri.iick 

FredFlsfiDiskZIJ 

ArcPrsp AitcPrep prepares ties and or dureaories for 

archrval with vc or any other program that cant 
scan through different >Areaor«s and'or handle 
long hlenames. V2.1 . deludes source. Author: 
Garry GlendDwn 

Man*ilVn»m AUandeftrtPt'JutmjrwgerwaiJng 

program iriat features he numerical generators 
{integer, flp, ieee. 020. and 020'^1 } m tiand- 
cistled assembly for maxsnum ^leed. online 
(TKMse setactaw help Idt alf hmbons. genefation 
or fflul^e lectures sMnt^tareousty, a soph isticated 
user interface widisfiaded gadgets, etc Someot 
the oite teatuTM Wate 2om . maon*jNffllor' 
cjrcftn}. conUurvig. amo-ttntouing. hEtogram. 
smstKS, p-eseis ewz^islbfJte support, overscan 
ortitts. pari mode, and more. Requires IMq or nrttjre 
ol menwry. This is the sou'ceto V2.0. an updaio lo 
FF7a A complied Jwiary, along witrt help fiifis arid 
ej^rrp'e imajes. can be tound on FF215. Author: 
KevviCtag« 

K^errDtag A memHydognEHacpRj^nni to idertfy addresses 
which produce memory errcrs. and a ruefTOfy 
quararSne progtajn which rsmones such defeor^a 
addresses from the systems free memory l-^t. unCii 
sucfi lime as the hanVare enors can be corrected. 
V«r$lont.1.inckjde3Soun::e.t^ FabbonDufoe 

RunBacfc Acuther 1189 in n»i«hjfe(i of Rob Peck's 

FtgnBackGro^nd pto^«ft. kpm diska 73 and 1 52. 
AJtows you 10 Harm new CL1 progrem artfl furi It in 
inflha0(groyrid.|i>enc*o&esthenewCU. This 
iffitsion has bsen enfiajiced to use tiie NULL 
device by Gur^nar Mcnjmaik |in6tJded). whicti s a 
fear device, so < »lve$ pnjislems wTth previous 
veisons of Run6ac*t wliich used the 1^: iake' 
(jevice.caiS8tgma(Ty«'3S^e5. Inckjdes souns. 
Author: Rob Peck. EwiielBarrea. Tim Maffett 

Smartfcon This ^t&reware program, submits by t^& author, 
IS an biutionoti^Q iconic. Version I is 
lirated to kxnfytng wirKkiiws, which IS Stil very 
handy. Kaddsanew"icontjFgadBei*toejKn 
wmdow, that when oicked 01. iconrfies the windsw 
irdQancomntheramdish Thisatf^ssme 
version as released on FF134. txit now Indbdes tie 
source code. Author: Gaithw^ouB 

FfBrfFtah[M.aiS 

ManddVrixn) AP^andebmi'JuKaoiveQHwatrq 

tjrogfain tial (eatiii« ftve nuKHxal generators 
(irwgef.fip, ieee. 023. and :203St hn hsni- 
catted assesfltfy (or ma»nT!Lm speed, oni™ 
mouse seleciabie heip lor all tuncluns, gsnerairon 
or muttlple plctu^ vmUtenegusly, a suphislicaud 
uter^edace with shadoJ gadgets, etc Someol 
the odw te^uTtti indude zoom, maoriy. color- 
cvcing. contouring. auto-oirtHringTiEStagfam, 
naetfcs, presets. flKtra-hai^e support, overscan, 
ortas. pan mode, ar« more. Retpjqres 1 M& or nsoTB 
of merrory. TNs is VSO, an update to FF78, 



Si^poftswindaw-atzing, arrawl^ey$,andlMr>elpXiSy. V3fi, 
includes soum This is ari updata to V3 35a on 
FF1 97 , Auwor- Varima , Am^ *orlii by G . R 
iFredlWatter 

Fred FHh Disk gl3 

Edbb AttiFaryo^addiuDnalfunctXMisfcrMarx. Thisis 
Vl.1.anupda!etoVT.0fromFFlfi3, tndudes 
Eotrs-Aulfior; EcMrrvHoogertwetswUiC- 
hmctaB Jr«n several dfterent aulhors. 

MariM Anotnrmindvttotgftfweior program, wifitxb 
aiyl plK« Di cods fiom C. Keaih and R.J. Mitai 
1hisi9V1.3,AnupdateBFF11i l^ew leaii^es 
and Imfirovemenainciude w A^n tn^K«. 
csortfrvtn in si^ more tieli into saved with t 
picftre. b«ich lies. prog^mmiM kjnetiofti, and 
mort ph>tirn^ optioiis. hdudes source. Author- 
OlafSeberT 

Um A program that lets ■^ii bu Jd mazes and th«n scFve 
them. Mazes can tx trivial {3ne level mazss to very 
djftioit tlwee Bevel mazes. Versionl.2. indudes 
sDura. Autrtor Todd Lewis 

PcPatch Pafcto lor PCCopy and PCFormal from ihe 
EXTflUS dak. to afcw rea<*rig. witing. and 
formatting ol ariy kmd o! MS-t5os styie dsks. 
incfwfing 720K 3.5' diskettes Binary only. This is 
an updale to the version on diik i&3. Author: 
Werner Guerither 

Scamer Scsnec makes oommKilBdC code of dlirbiihin 
strudures in memofy. Tbestroctureswirecewe 
carredpoaitersmrardE each other. Scarcer 
Sarts bokirig at lnU;itionBase, and follows aii 
pointers, storing tl",em in memory When finished, i! 
writes al Pie s!ri;auie5 to itie standa-d cuTflLt. 
Version 1 0, inCtjdeS SmjiK Ati^a: Stfllan 



Worm 



An fmi^ im&iementaiien of the dassie •wwmg* 
proQrarn,basBdonananc^inth&Dec 13S7 issue 
fli Sbentlte Amencan. YoucanspedfyAesae 
and length of the wonns. arxl tf» number of 
woms. tridudes sMjrea AuttKT BradTaykx. 
Amiga port by ChuA UManis 

FredfisliDi9i!2l9 

[>eep&»y A dam&ai* Kw.laininginfwmatiOr^ on 10,368 non- 
stellar oCjecls, 600 coJofconlrasirng easily resolved 
botWa stars. 70 atais for setting cicfes. and misc 
NNtedttarfs, red stars, binaries, Etc The 
dalai:ese s dstriiuted in zoo lonr.di. and is about 
1 2 ht) after eitractDH V50 Aumr Saguaro 
AsnviomyClub 

Mv A Una siyle mv q> rm program thai moves, espies, 

or removes hies, includes imeractve mode, 
recustve mode, and force quiel mode. Copies fte 
permtssfons , dates, and ramments, supports arp 
Style widcards , suppais rruvfls aoDss voiurnes, 
honofs the delete brt Vi lindudessotma. 
Authcr EOwin t^jogefPects 

Fred Fish Disk 2W 

Dhet A iirk p^atDCoi that provides esseniialiy ai 

un;im !ed numtMr cl reliabki connectors between 
processes on two macAtfies. wlwa each end of tH 
wik can be erCV ar Amca or a Um iBSD4,^ 
machne. WoftsontheArTi^winanyEXEC 
device truikioiQhke tie senaJ.device. Wortuion 
UNEXwrQilty^GO(icetdovlc«. Achieves beitar 
than 95% avwagiB Ihroughput cm He transters. 
T!qstsV2.0.an;adaietoFf14S. kidudes 
sources for bod) ine Amiga and Ltnuc versioTG. 
Autha:MaItD«Dn 

FwdFtehDi.t2t1 

AAxMaster AlkKnasle^isapro9fa^;insp{redby^fl6L 

Sulivan's 'Basarva' anicie in Anwga Tiansacior. lot 
con]n:Aing ^ arrount ol boui Chip and Fast 
memory avalablela the rosf of the system nis 
very useiU Ivie^ng s^giianions n low-meiTfiry 
stuations. ItatsohasasnapstulleaturBtoreipon 
differences in available memory behye and aitet 
nmrnganapplocafan. Vl.t7.birHryonV.AuthQr: 
JohnGertachJr 

ANSIEd Ctenioirtfs«nelanAHSi5creenfieed.icr it 

alOHS ytM to «as^ ceale and modify a saeen of 
ANSI^iyletajctgraphicsonthQAinga The 
standard ANSI colvsel (red, gieen, yeitow. blue, 
magaitia, cyan. wfi4ej and tei'l styles (plain, 
boidlace, underkned, italic) are provided, aik^wlh 
seme simpieftJftng and dra»rngfLna'ons. This 
demo version has the save features dissbled 
V1.2.0^, binary only, ^hgr: Gregory Epiey 

Balyll Amiga port of the lormer arcade gatH named 

Ckk. This version adds a 'd^at' mode and bi«S 
some lAinorbugfi. VII+. an updaie id FF20S 
Birwfy only, shareware. Author Civer Wagiver 

DFiame Aulilly thai hetps you lo aeale animated bobs li 
instate iisell in DPami II. after wticli yCu can draw 
each bob n DPaint tl withKi rts own frame and 
che(* tie anirTiaBan by caing OFrante fnn withiri 
DPairJt V1.02.4vi^{)nly.Aiithor JanBtrAatwls 

1FFM2 Demo srersionol an IPF support ffloMe for 

Interface TacJinologies M2Amisia Modula-a system. 
Indudei a vers«yi of ViewlLBM (vnti sosjce) thai 
uses tie IFF support routines. V 1 .0 OD . bmary 
or^- Author Oregory Epiey 

SuiRichiag Atetns like game (StetctschlBg mearis 'f anin^ 

Rock'isubmittBbbytheauihot. Vl.S.binaryenly, 
Auito: Peter HarxieJ 

Fred FHh Disk aa 

MemGauge A tool to display the ci^en memtfy usage, very 
muc^ fta the usage bar Workbench dsplays in 
root drectories.VI.4.indbdessaurE». Author: 
Olal'O^en'Qartl^ 

Mt^iel Th^ Ictlis program is in Sw king tradSsi 0!l^fils(]l«y 
iiacks*. ttuss9thefiput.dievic«lopertonnvark!us 
aciso)in«eni«l Inckjdtt Source. Author Olaf 
"Ofsefi'Banhet 

Fiplol A \torary of C lunokms usaftitor scieniilic p^t^ 
Of] iha Amiga, The Bira^y is LafiltB C compattiie. 
Conkxji piotbng. tvee dmensional piodvig. aiis 
redefiniscn. k)@^ pkKiing and injRiple subpages 
are a t^ of Pk'fot'E features. Theptotscanbe 
displayed on a monitor or sent to a g^ics fjie lor 
subsaqueni printing Vi,0O,)r\ckJdes source. 
Aulhor. Tony Rchardsoh 

Fred Rah Disk 223 

Csh V^Oi^olacshkkesheldervedtromManDtiions 

sheil. vefsion 2 07 Thisisanupda»etoFi99. 
Inciudesa comple of new filler comnands. new (fir 



opbon. new edibng opMns. sourong of a 
siandatd startup Se. and so™ btfS fees 
i^cOdes sotfoe. Miitioi: Matt DiHon. Stere 
I^ew, Carlo Borreo. Cesar e Dieni 

FmDtsk A program to recc^er as much ^possbie from 
a^fectivedsk. H ran sometinies recover 
damaged(ur^readabie| tracks, c^Kck fie 
irrte^iT^. check die dreciOfy snucture. i/ndeiete 
files, copy or show fil^s, hx oanugi^ dire;lDiy 
pointers, elc FuH intjition mlerface. Version 
1.0. beiary only, Author, Werner Guenther 

I^ravSiffl A program ic arunaie up lo 6 plawary 

masses, eii d whch eien a mutual y avlatonal 
force on each other, ttw pianeiary masses can 
be placed anywhere on the screen, and their 
mass and iniial irelocily can be determiTOd by 
ineuser. The pra^nn then steps the 
ammajfi*! througfi tme. pkSEmg and fflspiay-jng 
me hew pasiwn in th? icajecio^y of each mass . 
Vl.SO, includes source Auttiot flic^aiO Frost 

rfl2Sun A small jblity lor those ol you who may have 
access lo a Sun workstaSwn. Takes an Arrnga 
ffiFaeandconMBTB t to a Sun rasterfte 
lormat UpdateteFFl74.wiiTi[Benerpaitsng, 
support tor h«M mooe. and sofne hug fijtes. 
Source only, as the p'ogram needs, to be re- 
COmptedancrynfronaSyn Authors: Sieve 
BeiTy. Mark Thornpscn 

IFFioSUN Tte program takes a siandaro IFF formal 
moge md iransiase; ii mio a SUN ra$ierti« 
lormat, Wte the lff2Sui program aJso on tvs 
disk Howevir.thisondnjnsDnihe Amiga. 
Vt 31 . includes source. AuOw Ric^iardFmst 

Paccar A paonanciDne with sourilxid a game screen 
editor, VI D, shareware twiaryorUy Author 
Dirk HoIJf^'1 

Poplnfo A small utility Wnloi 'pops open" to give ycu 

infomation about the statw of your devices and 
nemory V3 Ian update to FF=E04 r.ii^.Jdes 
source Aulhcf. Jona'han Potler 

SstCPU A program desigried la aJlow trie user to deleO 
and modify various parameters related: to 32 b<i 
CPUs liKludescommandstoeitabSeor 
dsabetK tej(td;a&caches.3W!l;:ti on or oH 
tlie "03Q burst cache Ine 9 request. i£e the 
MMU lo Tun 3 ROM ffnage from 32-bit menury. 
and to report varmis parameters when caled 
from a scrjpi tfl ,5 an updaie to FF3B7 
Includes source, Aufhof Oa^eHaynie 

Fred n»h Disk «* 

CLIntai; Fo( all thoifl people who wsh that 'her CU 

wndOA-s had ^5 lines ot eo charaCers just like 
an oW fashioned non- wirsoowi^g am^tei, tfie 
answer IS here. CUmaic creates a borderless 
backd.'cp Cll window on a custom screen 
Also Ifirown in e IfcveSys i«fuch reasons 
Sli^:, C;. Si. L OEVS:. LlSS . srti FONTS: to 
a new volume with one srrr^ -pure" romniand. 
Includes Soun». Author: PajIKienrti 

KickWem Aprogram for AtOOO hardware hackers ihal 
have done ihe Amazing Computing 5 1 SK 
upgrade. KckMem wi4 patch your 1 2 or I 3 
kickslart dsk to perform addmem dynn^ 
kicksiart. Tfvs^wswarmbociisurvivete>fity 
of latn disk dcAces ar>d etiminaiK addrtem 
commandsfromywtslaEtupsequefce. V2.&. 
ridudes source. Author DaveWdliams 

MorelsBettaf Ttww rwo ha*s make MORE mofe 

useful. OneiscalledVinsasmaif^pure'CU 
command ttiat ads as a front end for M^ore, 
caus«f^illocra!)|gnsffwnwndow. MakeV 
and Mora both resdenil Theotneiis 
Fenestrate , which surgcaly after$ me CON 
Window spec unhide Mere enabimg itio, for 
instance, uss CotiMan leaiures tacreaie a 
borderiess wintJow on the toprnosl soeeri (very 
useful with CLimaxl. includes sounze. Auttior 
PaulKienJtt 

PetersOjesl Ths cute garneha^ysu. the irtrepKJ 

Peter, toAovrino a trail cl hearts through a world 
of 2{] leuals, riddiedwitii porcupli^es and other 
haiantb. to resue Daphne, the k)ve ot your lite 
thai has been kjftiapped by [he evd Bndi& 
Version I.O.hinatyOrty.Autiar David Meny 

iVho A rewrte of Vb'. from FF79. which gives 

subslani'aljy more eSaborare infarmatkjn about 
theta$ks cuftefitiy rjnnng (or waJSng) on your 
Amga. hKludes source. Author: Geoifie 
Mussar, rewnie by Paul Kietriz 

Xeoec AcouptoofhadtstomaksMeeastfrkxituu 
vrtw have Xebec hard disks One makes it 
moreposaiWe tsMounta Jfrijec hardd'Sk with 
be fssl F* System, Jie o!t-.er is a con^wct 
head parking pragram IxJudes source. 
Author: Paul Kente 

Fred Rsh Disk 235 

AmigaTCP The KASQIntemst Software Package. The 
package suppcis IP, ICWP. TCP. UDP, and 
ARP as basic ser.iiKs. and mpfemenis die 
FTP. Te(r»ei, aid SWTP prctocols as 
appbcalions. It runs on (BU PC arid chines. 9ie 
/fjple htaonksh. ^ the Am^^ Includes 
source. Author: Bdala Garbee. Phil Kam. 6nan 
Uoyd 

MyMen^'j UyMenualoiis you bacM your own menus, to 
tB WorttSenctl menu stnp. » r^ commmty 
used commands. MyMenu Will aBow you 10 
exeoite both CLI and WorkBanch programs. 
and is contqured with a normal Jeit file. 
Iridudes source Authcf Darm Johnson 

Fred Fs^h Disk 22fi 

Vtt VLT IS boTia VTlOOemjIalor and a Tektrorsii 

|ADi4 plus sUiseiof 4iQ5f emulgiioi, cunenEI^ 
in use at SLAC (Slantord Linear Acceteraior 
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Soi:rce is available on FFZU. by: Kem Clague 

Fred Fish Orsk 216 

BacKDrop Baci^drop allows vcu lixJelme $ paneffiwhicJiwrii 
th^n b^ displayed cm iha workbench sueen rn ih^ 
ncnr^a'iy eir>;j|y ere^ ^hiTid s!l the windows, 
Sirmlair incencsfrt lo DropCicih, but this one does 
n?l requiie wgrk&$rfCi to be lQa.ded (and dcMS 
nq.|ceha3rt very wflllAilfi workbench! Includes 
soujce. Authot: tddt'CariQii 

CWEmul An Apnl Fooli spcol Ihat lutns your Amiga mioa 
C64. oral least ma^te^itlQokthatvrBy Indixles 
source Authw: tiMy Carroll 

Qcud A program Oul genaiates and depiays fractat 

surfaces tnat look renartuEivl^dduds. Based 
on deas Irgm thftOo* -fraoals'JOjF Jens Fadw- 
BJnaryONy.AUMr HksHal 

ftfijKwl ADC6tian(Bef.aprintpf09rani,a«laconffal 
ptogran thffl Inalefnent a print spoobng systefTi. 
Lite Pf^i. flw DOS ^tanBsr waits «3r surf Id ba 
StfHiDfltobepriiited. ThepnnlprniranftHS 
tneruntwfing and page headBTs. TneconirQ) 
pra^camhanmawnnisiralrwIinADns Binary 
or^. AijilhCK: Hafu^ Elarrens 

VitueX Versori 3 ?0 0l th« popular miius de!«3ioa' 

vaccinal«ripfog«am. FflaluFesale5tloT8nwr 
viiuses since IJie S.IOvernonon fFl75- 
indudes soufcfi' Aulhor Sieve Titjbett 

Wiiderer A neal iirle ga'^ witi graphicE anfl sojnfl. 

ported from the Unrx version. OEBnalty wrrtlen on 
a Sijn wo^i^stalion The-tJeafffl-WaxJErercaine 
ffom gamas sucfias 30Liderdasf>. Xcr, and the 
flepton games from Superior Scffware Inc^utfes 
a buiitin ediloi lor ent&ndtng Ihe gatne by adO^ng 
adbibcmlscreensV^?. includes sojFoe. Author: 
Steven Shipway and oil^is /Ijritga pon by Alan 

FmdRahD*Bk217 

AntiCBS An animation cooked ia) by Leo m protest <^ 
CFLS'S &iv^sgs Qt the Haai.er s Conf&'eoce m 
OctSS^ Afterrgadir^neuansaipilwas 
angered erovg^ u leel Itiis ne^clea wklespraad 
fetfc ution. even ttiajgh ii is quia oM. by: Lee 
'BotsEwtiK'Schiirab 

Bchc AsinairafilaDEnienllDrttieAnugaOOSo^thaJ 
W.1 do scnte sp«dal tncHora. such as dear 9« 
sceefi . deleta 10 bottm of screen , KTol the 
saeen . place 0it OMor at a porttcuUr kKabon, 
and set the text shteanlw color. Indudas 
source. Autftor Garry Glsnlmin 

InasflBeep This program iBplac«th«DisplA|rB«ep1m:ten 
» tfiat ai IFF eSVX sajnd bpla>«) instead o( 
the screen fiashng . Ihe Ptavoecfi lundiDn mrrs 
as a tisk in Bie badqrmnvl and niTfi 
asyra^ronous}]! so fie lerigtfi Dt the sound dties 
rot stow ffiiything down tndutJes a cou;^ of 
sample sound 1 1 ^5 VefS^n l l IjiraryOnly 
Aythor Tim Fiiest afld Don W:!hey 

Sriiff\ An inpui handler wec^ nfidi a^ows you lo clip 
leil Irom any wndovi ard iihen paste Ihat iQict 
enywhsrs. as iJiojgh you had typed ii on Iha 
ke|boafd You marK l*ie lext you wani to 'wip' 
using the mouse, and Ihan use Die mouse lo 
'pasta" itvB last snipped text in!o the active 
window. reqiestei.Cf afiy^nhere. Version 1.2, 
includesEO'jrce. Author SccflEvemden 

SonlxPe^ Auti]ityiOletyotjli&tailtheifis!rjrner!3usKJib)( 
one or more Aei;!S Sanx scorg liles. II can scan 
indivajual !ii9S. it search cne or more direcipn^s 
chedungallscorslilEsineaohcireciory. Ths 
output IS a hsi of all Itie instrLrrenls you neeo :j 
have present In oidet to be a&te 10 play fi^ 
indcatfffi score Mes. Incluoei »urc« Au1^ar 
EddyCanol 

&ev8 ApuUKdDmanctoneDrtfHlJNiXvi edito.' 
mre made. T1« ^repvn requ^ei AR P. aid n 
has »i Aflm port XMOt^M HICCRC and 
Kermtprtitocol support also iiduded, V4.036. 
MEh many enharwernems ch«r ^ prgviCKfs 
version, iS56. on FF202. ^te«lfeatmsi^c(ude 
HWOO tor other senii pons, en^mal He transfer 
prcAKotS. and 'chat' mode Imprtrrtd behavkx 
onttwWwVbench TeVironiKemtrfationnow 
allows isvir\Q IFFfi«s, PosiSciip! tiles and 
printing bitmaps Id »>»printet Warty oihs.- 
ephaicementtandbugfues. Binary only. 
Auncr. Willy La-Tgevetd 

F.ed Fish DJBJt 227 

M;dibb AdiSK based library Vial pemiiissJianiig of the 
serial port by MIDI applicalions I.}] rough a MtDI 
message rpuiing and pfocesslr^sysiem The 
midi ulilities iTiducSe a midi monitor lo display 
idHiming m»ai messages lo the console, a routing 
uiiliiy. a miCi iitrafy s;atu5. uMdy. and mofe. VJ.C, 
an updaie to FFtot. and includes s^ iicant 
speed enhancements, new uftl.i>es to pJay AitTr 
MIDI fiies. aid updated ulibtes documentation 
andecamptes. Binary only jscuntcraamptes 
and t]ineSrigs howevar) Author: Bdl Barton 

PidiPacket F^c^adi«igiv«y{)uavt£uai«sp^(ii(ihe 

DosPa:*et strndms Ihit are sent ID handlers, 
and lets you see the rrauiis Youcvuduaity 
pBrlDrm hanler openbons such s Cfien tilts, 
toad or write data, Exarnm or ExFiod kxlis. and 
SO iwth. al by lafang dreo0y » Vtfl File syiiein 
hander nvohred usirq PckPadiel V1.0. 
VictulessodrcG.Auihx: JotmToebes and Doug 

ReisArpli A lajrary whch originally was supposed to be an 

ARexitinterfacfltoitiflARPIibrary However, fl 
fi3s also become an nierlace lo vanous Inluilion 
furctms, coniaininp over 50 functions indudmg 
a Ms requesiar, strmgtfKilean requesiet, 
envifonrrveni vaiiable luncttjns. srmple message 
window, wildcard etpardcr. etc. V2.3, an update 
H3FF17B. einaty only, Author: W.G,J. 
Langsveid 
RenMathLjb A iilxary whicfi makes various high lewei 
mati lurvctons such as &u. lajTgenL log. etc, 
available m ARe:i:i V] 2 and 1.3, binary only 
Auttror; W Q J Ungeveid 

FrtdFtohDisiiaaa 

A: Aiicflli(tdel8x1adtDrthHia(asl9lfnpi#tO(4e. 

tniMVi Migi'fua. Vi.40.blnaiTorily.Autfior. 

Jean-Kfchel Forgeas 
Gki A 'dii saeen. oriemec Ifirarian a:X3 $4^ kx 

synSts SucwristtieTXSiZ.DXlw, D£P5. 



DWflOOO. andK-5 Include* sOLiceAulho*: Tim 
Thompson. Sieve Falco. and A^in Bland 
JszzBencn A drop-m multHaskfng replacen-enE for WoikBench 
h has more leatores that Wor^^Bcfich and is fully 
milttasltng [no moie waiting lor 222 dOJds) II 
allows you to eiclend il. add your own jnenus. key 
shortcuts, etc The B aiptia wrwsn 0.8. tmary 
orvy Author Da'/idNev^ 
Xcper Very comprehensrwefKogramH rrwMor ami 
connot syaem acuwty. Moncorcpu,menxyy 
usa9fl.$orB.nteRuW.(toiiices. Clase«vKlows, 
soeens. show taaM tonta or tot Guru code 
luitier. Clean up mefTuiy.ltush unused tbranes. 
devicas. tomsL etc and a wtMta bundi more! 
Spawns te OKA procMS- Awjrhandy 
badcTDtnl tasii 10 have toaded . VI .3. an update 
u FFt7l . AssflRiUir so(0oe inducM. Author: 
WHYwrGuMtw 

FrgflFMtPiritaa 

AlarminQCkx* A simple alarm c loch pcDfliarmmh a very 
Alarrning 'rng^ partcuiaity ti you hook (t up to your 
stereo and tjm up me volume, IndwJes source, 
Aitho:" BnanNeal 

Drawl/ca? A [HcjgraiTn foi drawing lepreseriiavoas of the 

E&rt!i's Surface. Cai gerierata flat m^, mercatoi 
maps, a gicfte wrew, or an oibilil wiew Includes 
sojfCfi AuiJior Bryan Brown 

EmpofftS Ycu ate imngion the island of Emporos wtiere 
EE/eraicourt;ie5 omst Youi goal is to make one 
of iJiese couniffss your own There is only one 
wcyiodffl^,andyouhav«ioiinditoui B'n^ 
only. AuDhor BolarKl RKhter 

esuoM A Itde saem hack thai causes ttf« muse pomier 
19 nwe in the opposNe dhectiQn ol the mouse . 
hcfaKlBS source. Aidhor: RobB^rtiulh 

LeftyMouse Swaps Ihefunc^omol the let! and nght 
nwuse bucons so thai LflMs can use irte mouse 
wflhfheu left hards lndude$ source Ajjihot: Rob 
Bsenhuth 

ShuKie Abftsicsa«nsAutfi«< Re-«Ane$tftekey 
conlKiation LoftAnvg«4J to push the FRONT 
screen to Iha badt inuaad of pus^j^g th« 
WsrkbsitfiisannbthebBCtL. includes soujce 
AtOton RobBsmhuli 

Sim AsirrajbUr hx regSsHr'transler nets, wtuch are 

i;^d K: de$cri^ har{9ware sys^fns T^is version 
also provides a corr^ter to deff>e new dg^^ces m 
3<Wi1iontoSimsinlernaldeiiices Version 4.0. 
blRasy only. Auirwc Got: tauter 

Fn»dFlshDi5ki30 

AskTasX AI^As you to examms various ortsol Ihe task 

simotufes of all tasks in the system, ffomthe lists 
attached to ExecBase, Diskfria'ys pnorrly, stale, 
fl^s,s!ad(. Signals, etc. You cai also remove 
tasks, change m pmorily Of a tisk, or send 
^Wrary Sffials to a ta^ VeiiJon E,'Afl9. 
mdudffisourcs. Author: J, Bickers 

Fodijp A randcm access, byte onenteO Ue-«ditor that 

{Fii«) you tha optitf^ o( vowing and edrtinQ aiy tae 
{bnary or ASCII) Lsmg vVvt ASCH or 
haxadaarral notaiioa Varson ?. 1 , btnary only 
Author Uartin Undenam 

Filet! A iinplB debase program, written in DRACO- S 
is rnsant to be portable. Bus I does not use any of 
Inuitian'slaciSes. Vflra)cn1.G, inckjcSassoiffCe. 
Aishor Johntoni 

NCcmm A ccmmuricattofs progran; baiad on Comn 

ve'jion I J4, by OJ James. *«fi ios e( vwy nice 
er^ancements. .^nctjdiossewralauidhaiy 
programs Such as AddCali. Calltrfo, Ibmlso, 
PfcConietl, ancReadWaiJ Triis:s wars*n 11, 
braryonly.A'jtho.r: DJ James. Daniel Bloch. 
TorkelLcdberg.Gtal 

PnvHndli A prmlegs vislaLon haiwler for the 6601 Q cpu- 

Lite Oeagel, l:ut surwes a retool so you can use 
It wrth copy prolected programs Ihal ain from boot. 
Version 3, includes source lr].3ssemb.V code, 
Aiihor: John VekJlhuis 

Quattro Another Tetns hha program. Has Diiee levols of 
plEy dillLCulty, sound eflects. a 43-oolcr 
ba^lvground. neirt stone prevlex. and joystrA or 
nunberpadcontini'. Verstfi 1.0, onary only. 
sorce araAibla bom author. Autnr Kar1-&* 

JSTBS 

FtBdFialtDiBfcaai 

Diff YaeanQ«ierd<lfprogranL T^itsoneimptBmenbthB 
aJigorittvr fron CwmruticationiortheACM, Ifirt 
7S K produces WfiputwMch might be conMe'ed 
tt i» I Ida itut usw IMttfy tUA tf« Btartdarf 
UniKstytoiinprogrBfRi. ln(iu4H»un% Author 
Dor^ald C, Ljnctoay 

FiJB AprpgramithatrecopuesvailMat)ri)MOlfies, 

anflprijifiwhanhai^is. Reoogrtasfom files. 
k9i ftes. e)cecutable tiles, standard (Aijed t^, 
f<\c&. ccm.mand scripts. C soufta. 
Fft files. UTeX source. !i>SK3yia if 
source, arc Wes. stieP commands arvdscnpts.TeX 
sojfce, dvi files, uuenooded liEes, yaco lilt's, 200 
archn^s.eie Ver&iori t 0. includes source Autfior 
Edwfn Koogeibeols 

MoClrCJtS A progiam which silences the ctcking ol empty 
drivescn|tieB20O0ynderAmiga[X)S 1,3 H 
should also work on an ASM Binary only, source 
available fro.Ti author. Author: Nonnantscove 

Ret A padcaige for making 20 and 30 plots 

conven«nity. AG Baxter wrote the mtuiuon 
brdertaceprogranifPlot) andtrfnUooneywrae 
the MultPlQl and Thr»BOP1ot pogrsmt. which are 
caledrromPVit Tb«l$v«rslon^.2andlndMles 
soirceloPtat Author: AGfiuter.TimMooney 

Sod Tli^isBie@NU»d(iec«n«ttor)proi;Ka(t\ 

ported to the Amiga. Sed copes Iha named Has, 
or tK starvfard inpuL IQ its slandvd oufvL wttite 
perlonn^ cenair^ e^iiri) o^vaborts 9&ei)ied in 



undertinedorinverMfonts. Vervonl S, inciuOKSQuJcein 
MaduiallarxJassemblycode Aulfior Fridijol 
Siebert 

NetWcrk Anoihei program in the long iradnion ol "screen 
hacks" fo: the Amiga. V/on'i spoil [he sutprise by 
saying wfiEtndoes. VefsioniD, includes souiM 
in Modulail. Author Fndtfol Siebe^ 

Pnnlll A prqjramio pnm EFF ptciuies on Epscn 
COSTlpattote &-ptn porters Prinii in mar;/ 
iBSOluborts. with many ways to convert cotoi p«cs 
to bladt ar^ wtwe V^csiOin 1 D mduoes source m 
Modutall Auttw: Fridt)o! S«ten 

WBPtc R£(^acxsWotUwndi's color OwCh an IFF hires 
iXHVin^flaDedpiclifa. inS'orAcolDis. Versian 
1 .0. ndudes source in lAxUa-ll. At^wFridtjOl 

XHair Replace ne mouse poMer with a scroonimcte 
OtEshair. whch s usefuHor posfconirfl lhir)js 
vafteafly 0' fwruontaity Version tO.inSudes 
soutce m Mcdu'.a II Author: Fndl^l SeOert 

FrBdFitfiDttkg35 

CaicKey A bas« lour lundcn mernory r^sflent. popup 
caSculaioi which uses only about 24K ol memory 
arKi can sLtornatcaily lype the anSAef W a.'iy 
catajiaton into the ptflgram yau wete using when 
rtwas popped up. Version 1.0. binary only. 
Sharevvaie Aultioi Craig Fisher 

Ct An Amiga ptogiam to disc^ay images frem a CT 

scannat. aJong with severaf new interesting 
sample imaged oi $cans ot real people, Tho 
display soifwaie. though itfias a pnmiliveuser 
interface is tjuite powerful, including tur-dions like 
convoucrts, avera^ng. lapiiiaans. unsfia/p 
nesKing. edge detectjon. gradients, etc This is 
vGESion £Z an ifdate to Sie wskn on dsk 1 37. 
anery only, AdifilionailfTiage disks aviiablelirom 
author, fcitior Jonaihtfi Hanrw 

UrotWars A flew g»na loabrtig HWid. ttta rnuK. and two 
playennoot. VouBght your opponent viji laser 
rays. bU beware of the Rinon rBllectfiCi you 
shots Binary only, Auifur OMrWagner 

Fr^ Fish Dist 238 

Am^a&ench OfBmzsd Ansa assembly verswisolw 
DtYystanebenchmaeh. hchjdes^OGOand6S020 
liWSfenS- Author Alftwle 

CteW^wSer As^npienrFpternentationofafiiesysleni 
tfiat reads and wnies t J lormat disKattes 
IrvciixlessouriK Author: Software Dtsidlery 

He^lD A program |o ^fvd left venliicie culfnws t\ he 
ou'.pu] of ai Imalron CT scanner, and d splay 
wireframe ani(nai!ori3. ol ihe beating heart. 
Includes several sample CTscanoulputs Binary 
only. Author: Jonath^ Naiman 

Ls Version 3.' ol ttre popular UNIX style dsedory 

lister. TUtS is an update 10 verswn 2.t> from Ask 
17B,ard irdudss sorr^e bug fines, support for 
multiple wt'Ocai'd paihnames. E^lc^sr sontng, a 
bBlfitoutout ovti outpwl width and fwtfw 
options, arxj some aih«n«wreatures. Indudes 
source Author JustmV.McConrikh. 

PtO£ Ejutmp^p-dgramoitwwiocnalesM-Aedped 
DOS process without needngUcal LoadSeg 
fifsi Based on an idaepresefilMt at BADGE 
lnc^idess9Uce,A»(hot LeoScbwab 

XprZimdetn An An^ shared HmtyirtKh provides 
atodem fie transter CQptfdHy lo any XI^ 
compattilB comnuracafiOnspTD^Bm. VerEJon 1 ,0, 
IndudBS source. Author: RidcHuBbner 

&edfltfiDtek237 

CLtPrrt An B»ampt9 d prn-jng to itw CLI from assemtrfy 
code. Includes source (ot course), by: Jell Glati 

CType Another leil hie leader, but IfliS on« is smi'l, 
reasonably fast, and ^nciudes bi^direclional 
scrolling, sesirdii. go to a given perceni^ge, and 
ftfijlling qapaJ^ilitif s, V&iSiOn VO.induiJgSS&urtP 
in assembly. Author: Bill f^elson. 

StrjpCR Tilts little p-ogram just makes a lem file ready for 
use wlh Amga&OS. wilhonSy LIneFeed 
characters (LF) to mark me end of a line. II you 
feed it a I le wiih ONLY Catnage Return c^aracteis 
(CR}. (Irorr a Maontosfl lor enampie) it will leplace 
tJierr with Iha L5 character and; (t the hie tequt^ 
m changes iJien it do« not gel ctw(r«d, 
ndwles source In assentiy. by: ^ Mson 

PbsCR Compsum program to SripCfl. it raveisGS the 
prooedufv. PH^Cf\ pnxluces a iila ready lor use 
on ^eriH whtcti reciuire both Ihe CR arxf LF 
ctiaractefs to mark ihe end of a hi* {sueli <j tho$e 
runnHig jh^DDS lor eumpla. ktdudes source n 
assentiy. AuOw: Bi Nel$afl 

Strvlf CornptetsthesetOlStnpCllandPtusCR llwil 
change an IF only fiia into a CR only fde. II used m 
combinafecfi with aripCR afl^ PtusCR. ( 
compleles 3 teiii trie converson sy^em. indudas 
»urca in assembly. Author: Bil] IMson 

CLS Clear Screen Command made for the pwposas of 
being SMAIL and thus noi wasielul of memory 
when madie memory lesrdeni, it consist ol &6 
bytes of memory on di3l(f Includes soii^a in 
assembly. Aulhoi Bill IsTelson 

DPloi A simple d^^play program foi eKpenrrvehlaJ d^ta, 
with the goals ol suppodir^g paging irirough lots of 
dala arut pruvk^ coralortable scaling and 
presentation. Veraion 1.0, source avail£l>lefr>c:m 
SJjttior. Au^Ht: A. A. Wa)ma 

ILBMbb AsharBd&raiydnLavaryltoread^wtiel^ 
Ries. derfved from »i« £A JFF ode. Btong with 
various erlauaments. InduttBtenmptiiDl 
using he ttnry front C code, UHmbfy code, or 
&^IC, atong w«) louroe Ibr ftxaenplaft ud 
filertace cede.. Author JtflGlaQ 

PaiCu sriowshoAlodocaie and comnuiieaia treaty 
w«i ^ Palais' pDil tantware tTQin an assembly 



language protrram IndiKtea source Author: 
Jeff Glatt [orginaiC coffe by Pinllip Lindsay] 

Speed A perfonnance henchmatk useful lor 
cGrrpanrtg Amiga processing speeds. 
Perfomts loaOOiiefaiionsofsomeselsaed 
q:Dijpsol BMOO instnjctior^ while using |ha 
DaicStamp time function to retard how marry 
il^ks ii lakK to complete This tmed duration 
IS t^en Dompaied sgamsl two k/xjwn ptestored 
times, one for a stPcK A2QD0 Amiga and one 
lor an ASeao enhanced A20oe. Areiathe 
corttpanson scaiQjlalBd and (fiapilayed- 
Version 1 .0. tndudes tKKjrce in assembly 
language. Atdur Jez San 

ftedRshDlsfc238 

CWQemo Demo versibnot a pop-tip utHybcontnit the 
color register as^rvnents ot InSuicion custom 
screens. Verson 3. 1 . bnvy only. AuSWr. 
Xjmbersotl 

QMouse AvflrsafiiasaMn&moiiMblar^.aulo 
wndow actnfator. ntouse acceleret«. popct. 
pop wndow to frort push widow to back, etc. 
widgeL Ircfubes DtineAjl, a screen Kanker 
replacarnerl pro-am for use with Dk^ouse 
TTis is DlWouse veision 1 20. an u ^aie to 
version t.10ondis<t6a-'l69. Includes souice. 
Auflior: Mat!D«llon 

LabelPrint A program that allows you to easily print 
labels fofyoirt disks. ThisiswersonJE.an 
update lo version 1 9 Iroin disk 2lO 
SharewajB. binary only (souice available from 
author) Author Andreas Krete 

NiGC Vet arwifi^ virus crwck program ChecJtsihe 
boQCSock on all if^serted liof^y ttsskg and 
reports nocetandard ones. Checks the jump 
EaUa&Of ^res^eri bbranes andOevk£sand 
rqxxtssuqK3CXJsertr»s, Version 1. irtciudes 
souece in assently. Autsn UH Nordqust 

Pyth A program to draw the Tree o(P]ilNgor«s. 

Versiont.l.indudessMca.AiAior Mnti 
Krebs 

Steirtschlag AietnsWcegamefSteirttclitegmeaRi 

■Filing RodilsubmrttedbylheaUhor This 
isver$i(jn 1.6, an update 10 veraicn 1-5 from 
cfeK221. Bm^ only Author: PeterHartdel 

FrwJRshlMskZia 

F 239coniairt£ Forth pfograns fiom the JGoodies «1 
&sk.. from Delta Research {lt>e makers ol 
JForthProlessionadZD}. Allof IfHmaterval 
has been pfaced mio a subdneoEory 
(JGoodies) Bepow is a listing of subOireClorias 
under JGoodies, artd iheir contents. 

STjirjes Vaiious lools sub^lied loeetl^r by ine author. 
Stnr^Pkg ts string package for both Forth style 
sndfJULierminatedsini^s DateJTn^eare 
handy tools tor getf ng and pnnting (ormaBed 
date and time Utils are utilities used by the 
other files. CursorControlisanetampieol 
fflOvmgihetertetfMf SpaceOiEscape « a 
handy word tor pausing or s^opp^ng progiam 
output tndudes source nde.Auttwr: Aoy 
Bmnjes 

Eindtflion This program graphicaaySKlviatoSPM 

evoljtion ot a spaces ol tugsMhe mud 
kind- Bugs, represented birfwiringbloto. eat 
baclena lepresented by sin^ pnels. They 
nAUBt compete tcrfoocf. reprodjce and pass 
ff>e« mutations to tftetroftsprmg Fasonaiiiig 
eiramplB of Raphes and software simulation 
Standaksrie image and soufce code Auttw: 
RusselYosE 

FFT Highly optimJied Fast Founer Transform tools 

for ctgilal signal processing TheFFTcaribe 
used to compute the ftequency spectrum of a 
complex slgna]. ItisuselulinauarieEyof 
diffeieni af^^icalJtins Floaiing poini and 
integer versfons HixturaofhighlevBland 
a$sembJy language code. Incbde^ source 
(requires JForthj, Aulhoi: Jerry Xaiiaus 

Guru Handy 'guru' numbei interpreter [wbei, handy 
atier reboot apy*ay!) Te'is you what 
"81000009' means, tor eitaniioie- CU usage 
on^y. Surtgi^ooei image wt}) readme file. 
Source code mcEudad. Author: MfeeHaas 

H2J CorrrartsCstyto'li'hcbdeBesUJForf^ 

styte'fEiK- UseUwhartdevetoping 
nt^taces to new Amga ibrarws ihfr ARP, ale. 
StandakxK image and source code. Aitfior 
PMBurk 

HAMrMim2 {graphics hack tiat dif$l*yt moving ines in 
aKAMsce^iforahypnotceflect. Uses 
sound tools from HMSL. tf available, lor a 
(btm sotfid that cgite5p<snds to t^e graphici 
imia^. 5^d3lor.G image arid source rade. 
Airthor Phil'Bu*. 

Headdean Thts piogram. combined wrth a ttire cleamng 
disk, can be used to clean tns heads on your 
dekdnves Source codeetamplescf 
aixessir,^ Ihe TrxXdisk device, ami using 
gadgets are included StajKlalone image wijh 
SOurcecode.ShaiBware. VersJonS-O.Autfw: 
Phil Burk 

J'ustBeeps Smple example cf using AuOiO ar^ Timer 
devices- Plays a serjss of beeps whose 
pitches are based en a|i!St intoT'Od tuning 
system. Standalone imaoewimsf>uri:^'CO<K 
Author FN Burk 

i^fiJetbnl AtastMaF)dabrGlrendar.ngpfogiramthat 
uses some Of M mamamatictf properiKs D< 
tn Mandefcnx H( to greatly reduca tH 
(bawmg fime. Pe m o wlraM graphia 
pfogiamrrtng. assently language. merHfi and 
EFFfte'lO. Standaone image iMtti soiree 
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Find over 1700 freely redistributable programs 
in an easy-to-read format. 
Each program is arranged by disk and 
indexed in: 

AC'S Guide to the Commodore Amiga 
Fall 1989 Edition 

On sale soon at your local Amazing Dealer 



trie mmmand imescnpEonn ascnptfile. 
Versiol 1.02, indudes source. Ajtfiot: 
Unknown, ported lo Amiga By Edwifl 
Hooget&eets 

FrwlRtnOtrtg32 

Bali^iil Anga pon of Li^ (smei s;csbs gans riarnM 
C'cx 7hiiversoi':iKS3T>5fr,rcri>jgsand 
cs iasrer Sin it-ep-reviiLS vs's-c.'i; i>>a i 
^-ftfE-cr ;il. ST. ixda^etc :tie ve3.-cn reteasedon 
diSkE21 5na'>cr>,. shareware. Author 
Oi'vefWaanef 

Dtxjg Uictwe ^KJependent nacn: based C 

iMtugoingiiuckJK P;i:^.^s^jndion iraca, 
I«l«cllv9 prinhTifi Qt irrtemal stare if>lDmu!<fl. 
andmWB- ■nitsoanyxfaietoPievefsior] 
released en dak 102, andfiowindudfls a 
machine independeni suck uss accoufiEiji^ 
mechanism Irtfudesscurce. Aulhor: Fred 
Fish; profiling suppofl by Bina^ak Banenee 

ReSowcsDenX! a dfi™ ^■gisi-ari al FiaSaurce, an 

interaciiveflisassefTihter^orineAm^ Thsis 
a compieie v£Kson SAceH that the 'save' 
teatutes have been iJtsabied Th^s is ¥ef5«n 
3 [>S ai update to vereton 0.36 tron Oak ! S2. 
B.nary finiy Author Gitn UdOinfma 

fnti Fiih DIgJc aS3 

Biaii A iQHKraipurposa pro-am IfatcatcutaftSboit): 

tail aind tMwy c>dc f edtfidaxy cod99 
(CRCs). Text mode CFeCs catoAdedbybik 
are pOftaCite across sjfSBsms tar fites that are Bi 
fi»eu$yan$rifiitnia! on each system. Binary 
mcid« CRC$ara poftabt^lv filas Bi^ era 
moved from syssm to sysierti wrUHcut arty 
change. BnkcaitBusedtDVfl'nfyana-upcta:e 
an embedded checksum tteader in fiies. \xm% 
umter MS-DOS, LfJIX system V, SSD UNIX, 
VAXVUS,ar^dA^nga[)OS Thssvefaon2 
and indudes source, Au^Tcw: Rahul Dftes 

Cac^eCard AnaccesHytoSeiCPUtorLsetvin 

A2620caf*w6W»S5fEl#rK. t:jTttdir*stie 
MIAI table setmtiySetCPU to ssieci^^ 
RjnOQl cabling br eadi ejQBnson canl 4 s 
i)u «t «»npte of how VI Kcessofy program 
can irac* doim «nd madly the SetCPU MMU 
itfile wfltwul hs<«^ ID read al Knb of MMU 
rB^stertind^gureitouiitfirous^- Vefwn 
1 .00. hdudes sourw. Author: Dsffl Hayrtie 

CicLi$ts Compli9ie CRC cfiedt filesfor^Sslts 00t'?3l 

using irietj(ii(progr.arn also on Eiisdis)( Tfteae 
were made cJiractlylron my masterdiSla. I 
have swiched !0 twik. IrOfn t)^ ere program 
used to make She fisls on disks 1S3. !J6, and 
1 73, feeause A tiai$ tnora f eatutss and b«airsa 
sajri^ets^'HilabtB. Author: FcsdFiSh 

KwikBachUo A hafdjisk backup P'OO'ainmaiwhies 
data irack tiy trade onto rniiplB Itosipy disia 
Uks t)9 arcMM tft, saves and resuros 
cDfiwiMs and pnieciion Rags. 94 skips over 
tad^Btsdtfingr Ki Qre. Vei3ioo1.0.]nduOK 
source in Uoduta-ILAutior Fnd^Sicbert 

MudnMofa AnotfKT program mefrOre'. "teSS'. "pg'. Wt 
T^ls one uses its own sctd^ 10 show the teii 
ui\% a slow soQil. Induces tu^-ir^ help, 
conitnands lo ssaich for teji, and commands to 
[Winlinel.ext Worts wish PAL or NTSC, in 
narmaJ oj Dvetscan modes Siipports4cok!ir 
lent in tx3id. flait;. Tei^a Tlsis easy-io-Lseiexi 
editor a'ilow&rnubpewi.'tdows, aniprsvittesa 
ample mo'jse ftr/en ifflsrlaK. TnoEe lamiiiai 
wn tl"* "Mactniosh style' editors wl; be 
cotrtortable wlfi Tertras Cul. Cop/ ard Paile 
commands Sundatone nr.^ D'OijT^'iia-jcn 
incMW. Mo source Co*. AuFKir W>*Haa 

CrtKsOQS A trywarft* H«(S)on d 3 mcurtable MS-DOS tM 
system lor the Amiga. The^asodwaing 
pjoojci mat aInK you te reaS and: wrne MS- 
DOai'COOS and Ato ST fisniHiffid (Sshs 
[ViSrsMfi 2.D or higherj drecily from AmtgaCIOS 
IhiS tryware verSHjn is a 'read oniy" verscn, 
which does rot aSow any wnles to Ihe disk A 
lulJy funciioriai version is available for a wry 
roasonabi^e pnoe licm CONSULTRON Verilon 
3,D2,tKnafyonV. Author: CaSSULTRON, 
Leonard Poma 

DJs An AmigaDOSEhareable librae Atdeh 

irTifitHrHiii& a; symbote sini^frinstructiori 



disassembler for Lne UC63D00 lau'ly and a 
program which uses ;f>e libfary to dsassemble' 
dur^p AmiffaDOS object files, miLk'ng furl us«ol 
Symtolicandfeiocalonirlofmainsn, Irciudes 
s-cwcecodem Draco Author: ChrnGray 

OM-M^ IFF maps to n«Di;n9scnUa$iet game Ain4 
levels STB included. AutfKir Unknown 

Menlb AMiSnivoin>!ili»Stoa)djndelXJ99ing 

nenxKy piobtet% Worts w«iLffllc8C5.D and 
posstityiiitheaiSHiwsiars. ItrsfaOmsinckids 
tiasling aH alocalad ntemoiy. iwliino il tr«ed 
memory, keaping track olhsscF memory wflh 
rtotilicabon if n ts whdBn to, notrficalion of memory 
treed twice « noiti *B. rvtlicaior of svcrrunrtrts 
or undiefruraiing allocated nemory. gerHralion ol 
kw memory conditions fot Testing pu^nses, and 
IdnUifkatnn of violations of fnomofy use t>y 
Itiename and line numiwr of the allocating routine. 
hdudes source. Author: John ToeDes and Doug 
W^Iksr 

FViBack Akws you to start a new CLI program and run it m 
the backgrmrti. ttien doses the new CU, Thts is 
vefsiQti 6 . an update to the version on dESk 1 52 
[the version on disk 21* appeare 10 be on t 
dtftmrrtevoUionaFypaih} Thi$ vmion csmciK 
uf^tf itt$co H^h tttny optckztliont fnabled. 
and can be madetesidenL IcHluiJefl mne- 
AiJlhor. RobPecluDanieiBafntt,(3ivgS«3Ai, 
DougKeler 

XprlJb External ^irarE'erpiotKottbrarir. Oocumem 
and code exartipte for ffr^itontenting eiiternal file 
transfer p^tocQis usmg AnH^a sharad ICmrias. 
Ths ls an update to the version induMd With the 
vi[piogram,cndisk?26 Author WiliyLargeveld 

ASDGrrct E^'j-emeiy useful sharewars lecoverablD ramtJiEk 
Thcs AmigaOOS device driver unplements a 
compiels^ DOS comp^Wj disk fl*vicfl in msmmy 
that S4^viv« resets, {lurus. and cruhes. An 
^KaJUem^torihaseHitilotsofram, Thislssn 
u|]datelDlheversanTelBaSedon(fehSB. Itnav 
HDifswlhupUBhKiofintmoiy. Kwastswrtten 
in «s3e<r«»y and is fvw f«»r «nd nuh vnaMer. 
Bmaryonry. AuVDT P»nrK}vo)DMlz.ASOGIncL 

CBBS ThaliVt^BEISsystefiitarusalnimiiHrradto. 
Ongriflfly ivmen tor IBM-PC oompabbiH. R was 
poded to the Arnica tTyPekHarae. Thisis 
veraion6.1cvKtrisourwcod6. Author: Hank 
Oredsan. the CBBS group PeT&Hardie 

FntSBOlO A program wh^ patties execuiatJies that tail to 
run on machines equipped Viitn anM&SDiO. so 
that they ro longer use iha probbiied ptivJedged 
ifTsIructions, B-na> onljf. Author Gregor Brandt 

Man A program jjrrula; 10 ilig UNIX 'man* pfS^ram 
Dtspteys mformation £xHj] a 1(^ iiom manaal 
pages. Dees not indude any database of topes, 
youhavetosuKityY^o*'^ Versiont^ 
Indoles souce. ^dhor GarryGiendown 

HoCSdc Aptogrsmwtichslencss tMClddnQO''Bfnpty 
«jir^vilheBa00ui^AniigaDO$U. 3 
shcHjU^sownkonanASOO. T^isveisiDnlA, 
anupdatelotH wsttncndsk231. Indbdes 
a$sen%sout«co46.AuOvr; ttorma^tscovfr 

Tiles Abasict'egamelAeSnargftaiorGunShy A 
board is covered wim a se; ct 1 U tiles, J6 
diMereni sets ol i ide[;EM:al liles, each wlh a 
p^dureonit. The object istoremowe all rti^iiies,? 
at a tifne. by malch^ng identical ides Verson 2.1, 
indiides source in Moduta It Author. Todd Lewis 

Fred Fish Disk aaa > 

BoctBiKks Desailed docurrefita'jon cm wra! a bootbtoc* is 
and i^iiv i! wofl^ alafig wth Mfne sa-iipio 
tooHWoi^s ard a jKogiam lo msta'J a cvstom 
bootioot incbdes souics !cr if* sa-npe 
b&SHSdisardl^insta'apf&jrain Autnot 
Jonana^i Porer 

Ch«k.LMefn AJJoas you to i^eck for a specified anrcunt cl 
memory. wi3:tc*Tain aTirittjes froma oatchfiia. 
It the requTernents are no" met a WAR!^ 
retuncode s genera'Led Version 2. iitiudes 
souTcs. Author Jonathan Potiei 

CuslRec A glonffid ASK command lor your startup- 
^uence iigef^eraiesareQuiasierwimihe 
speciSedUie, iBit.posilrwB and negiiive gaflffeis 
(etiharof which can be the delauiti, and an 
option tmM value. Vers9on2. indudes source 
AuUmr Jonathan Potter 

FItfteQ This 6 Jwralhans second version of a hie 



FuiiIView A:e<" . e/ir i-a! uies gadgets ains bcCam of 
ine scrten (thus tan display jeitt sa caAums 
wdfl), opens ifl lo ih* fyii height ol the wori(bench 
seieen. has fast scrolling, and can worli with 
comprfissedfifflsdiiacompfessran program 
included]. Shacewara.bnary only, source 
availablafrom aultwr A'Uthor: Jonathan Poster 

irne^-Ed An ico.i edito: iha! allows you to *aw and ed.t 

ima9esLpioi50by90, inupiot6cabts. Allows 
treehand drarn^. en^ or fiiM rectangles. 
aVpSK, wi InanglBs. lin« curves, and potyQons. 
onpy, Ip about X or y axis, stretching and 
iMidansing. flood a and tofiititeRiML teid with 
sHwian anJ loadrgtl brfi «irta, ondo. magni&ed 
tnd normal Bizad iRia09s. Bid tao actnia (frawins 
Kwneiittt. 1h^i>vttSlon2^.ancipdateto 
version 1.9 on (ftsk 211. BtnBryontr.soutca 
avariabtofrofflautur. Avihor ■tDnaan Ptm 

JAR A sha-wrans flam* (Jump And Run* using 3-D 
graphics. Your task is lo collect th£ Uue pii's lying 
on the ftoore arid steps, not ta fall dawn or off the 
steps, and lo avo«d several monsters wandeciivi 
about. Vou can collect various sorts of weapons 
10 u$e against the monsters. Version i ,0, binary 
only, source available iron author, Aumor; 
Arrdiets Ehrenttaul 

JPCk^ck A snort dock program that s fust pKked with 

ledurH TNsBver5nnl.2,anu|idaleUvffii5ai 
on dtsk 204. indudea aotfca. bjr JoiQAan P«!tf 

PPiets PrtrferablePreiferencess a pfogrwi designed 10 
fflplacB Vu s&ndard preteraices. tot is shorter, 
mQeaefi«nl,andaasi«tbu$a. Snaryorty. 
Autfidr: JonaUan PoOer 

PaletteF^ An easy wa)r to sat the pa^e of any screen irom 
your prognnth^dudes source byiJonamanPoller 

Poptnte A smafl utility whkih "pofis open' lo givei ycu 

irlormation about the status ol your oe/ces and 
fnoTioy This IS /ersion 3.1 , an update la version 
3 onflisii 253 Includes source, AuVior: 
Jonathan Poller 

ZeroVrn^ Atuilyin!egraiedvinjschecA&r and idler, with 
&»ibl5i* $5ve gnd restore lealures. Finds both 
&octt>bd( and d^e based viruses. Th.is is version 

1 3 alary only, AuIhOf; Jcnaltsan PsPer 
FrwiRahPeikiU 
Fra^ei AoyranucmanoiylhrashertoriheAfTbga. Fragh 

randonViaiocaM and 4«aAoca)es psuedo- 
randcxn Boe vakm o4 nwrory. rargmg from 1 E 
bylss 10 50000 bytas by datutt The resuit is an 
alocsSon nightmre. thousands of mamory 
fragmenis OB bsng cre^ed and destnjy ed 
mntinuously. This puts sfress on sfe r-€mory 
altecaiion routines of an applicaiKir underling 
testing by simulating a very busy, hghly 
tragmgnied memory envirotirryeni This IS version 

2 0, fealuiing many bog fines, a full IntuiSon 
interlace, configuration springs via ihe icon, and 
more, lodudes source. Auffer: Justin V. 
McCom«k 

bnageUb A jvogramaihichpaflarms image processing on 
IFF piflures, Indudas slandant mage processing 
fundnns such as corwUion. sna^i^, 
smoffViing, anhanceinam hi^Hgrans. FFTs. tK 
Abo JiKdudnfls convBTBionfundions, a 
ci()b(urd. and other taaUtuncttn. Va'son2i>. 
biniryoniy. AinAor Gary^UKHn 

IPE LjiTeXPicvaEtfiorisaorapfKad^ditorfor 

proOudng "pWurw' tor the LaTeX system, wtiich 
may be imported by LaTeX. You can draw boies. 
dashed boies. iir.«s wwrlors. circles, bo^es wifh 
cemered lasi. and plain iejI. This s version 1 .0, 
binaryofliy Auiftw; Jeer's GeJss!^' 

NoCSck A program which silences the di(^ ng ol empt/ 
drives on the B2O0O under ArtiigaDOS 1,3. n 
should also work on an ASOO, This is version 3,5. 
a last mmula tvdalo la versKin 3.4 on d<3k 24 ). 
Induduasaarribly source code Auina Morman 
Iscova 

Password A program whcftanhancas your nwipc^s 
sscurty by mateig it conpfecttd enough thai 
usdtf Hithou your passwinj ■* g^ifeeouaged 
tryng Co boot and use yocn system. ITas shnid 
keep out most casual o( ngnSedxibal usgisl 
VerSfpn 1 2ip b«aryoftly.Aiflher. Qeotse^tobar 

Pcopv An intuition based d'Si< copier similar to ihe 

residcn! 'DiskCopy" Thisis version 2,0. a highly 
upgraded rowriTe of iheifarsonondisKISI. ft 
features hgh Epeed diSKcopy w:ih ffiite-i/enly and 
data recoveiyfrDtTi damaged tradB. A!oto!etlorl 
has gone into making ihls xpier Irendly m i^s 
KMge. as well i^ lis multitasking priKJerS^. 
Binarvonlj/.Authw: DirkFtesig 

SimGen Thsprogram wiliadda2Qr4cofap4Cttretoyour 
WorkBenchwaert. iliMpcivaiscbg«2ed,hiiinl 
kKik njdi Hit a oenkxA. henoe the name SirtGen 
l&mUaladGanlodi). Bmaryorty.Amtior; Gregg 
Tavves 

SuperLirm A new Inps demo wt9i a reaitrme cortrot panel 
But you cart use to chan^ tf anous aspecb of the 
acdon. Kb to built iciatorpsta!^ support for 
Bangs fta color *smidga*. Color cydng. coksr 
'bouma'. mi^liplB tesdutiors, and can ifeplay 
either fines or boxes This is versisn 1 0. tJinary 
only. Author: Chns Bailey 

WarpUlii Waip(verslon 1.11}. UnWaip (version 1.0), and 
WaipSpSil I version l 1 1 Warp reads raw 
fitesys.lems and atctiives inem mto a compressed 
versiwi in a noimaJ lale LlnWani turns ihem back 
i-iio lte$y£iem$ WarpSpM spMs inem up into 
smalBi pieces on a Hack by Jrack Basis. &iia7 



ca=y. Author SDS Software 

FfldFi*hDlak24A 

BBChamptor ThtsisBootS^ortCha-TprfinllLavwy 
nicely dons pfogra,Ti :ha! aTcws you to lOcKf. 
savt, and anaf/?e sny bootolock. This s 
version 3. 1.b*ra,7on!y.Au:twr: Roger 
Fischiin 

BootFniirQ ThiS program creates a smalt intro on the 
BooiblKS( of any disM. ^hich will appear 
after you insert tne disl^ tar booting. The 
headline canbe up :o ^A character^. The 
scrolling leii (wtion cart be u? lo 3[J0 
characters. Tiis is version 1.2, an updaie 
to version 1 .0 on disk 1S6. Binary only. 
Author Roger Ftschbn 

FMC An atlamai^ to tie NoFastM&m program. 
Uses a cute BOB 5H^ gadgal lo turn tsst 
memory on o( off. Vawnii.indufles 
source in asseTfy oode. At/tnor: Rojer 
Pechlin 

SueChecker Siie dwd^ use$ a Est el possible siies 
ol a Ne lo check lor unexpected cranges in 
the size of those tiles. For eiam^e. it Can 
be L^CdlOSpOta Enkvirusor Eo point pyl 
diangesir] tiiecanfig'jration of your 
system Wiuuhe appropriate comments 
added to your size lis:, you can check lo 
see what version of the Ties you are using 
(I 2, 1 3 1 .4, ARP. e'Tci Version 1 ,0. 
binary only Aiihor- Hoger Ftschiin 

Teit[>tsplay AtevldsplayprDgrani.liha'inora'or 
-tess; but about hal flw 934 and harkte 
an screen fonrees (pal/rtis, InteftaoaAiDn- 
inierlace, etc). Thsts varsiHi 1 J2. an 
upd^tove(5iM1.lDn(fek1da. Binary 
atf. Authon RogerFisdifin 
A program desoned to Change i!ie cotors of 
any screeiT Vcu can also add awd siirtrad 
bitpianes in the screen or conven ihe 
meenloblac^iand^Me igira^ifale) 
Handles NAM and EHB screeifts Version 
I 2. includes source n assembly code. 
Auttior: Roger Ftschltn 



XCotor 



In Conclusion 
To Ihe best of our knowledge, the 
maJeriafs in this library are 
freely redistributable. This 
means they were either 
publicly posted and placed in 
the public domain by their 
aulhors. or they have restric- 
tions pubiished in their files to 
which we have adhered. H you 
become aware of any viofation 
of the authors' wishes, ptease 
contact us by mail. 
IMPORTANT NOTICE! 
This list is compiled and published as 
a service to the Commodore 
Amiga co,nmunity for 
informationai purposes onEy. 
its use Is restricted lo non- 
commercial groups only! Any 
duplication for commercial pur- 
poses is sihctly forbidden. As 
a pad of Amazing 
Connputing^^. this list is 
inherently copyrighted. Any 
infringement on this proprietary 
copyright withOLl expressed 
written permission of the 
pubiishers will incur the full 
force of legal actions. 

Any non-comme^ciai Amiga user group 
wishing to duplicate this list 
should contact: 
PiM Publications. Inc, 
P.O.Box 669 
Fall River, MA G2722 

PiM Publications Inc. is extremely 
interested in helping any 
Amiga user groups in non- 
ccmmercia! support for the 
Amiga. 
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luiifl orders, arssn>p(HdC7/Urirtod Parcel S^Hveg. UPS rapu ires tri at all paekaoes be adarass«<l to a slr««[acidress Tor collect Odlj vary 

OneYearOfAC! Please circle the appropriate item: New Subscription Renewal 
Our regular renewal now includes 12 montlily issues of Amazing Computing 
plug the Spring edition of AC GUIDEJ^GA 

□ S28.00 U.S □ 544.00 Foreign Surface D S36.00 Canada and Mexico 

(air mail rates available on request} 

Our New SuperSub! 

12 monthly issues of Amazing Computing PLUS AC" GUIDE^MIGi 

3 Product Guides! Spring, Fall, and Winter! A savings of S32.25 otT the newsstand price. 
Please remember, the Product Guides alone retail for S6.95 each! 
D S36.O0 U.S D 552,00 Foreign Surface D S44.00 Canada and Mexico 

fair mail rales available on request) 



Telephone 1-800-345-3360 



Please circle any additional choices below: 

single Back Issues: ,, ,2 ,3 , ,, ,5 ,5 ,7 ,, 

$5 each US, 2.1 2.2 2.3 2a 2.5 ^6 2.7 2.8 

$6 each Canada & Mexico, 3.1 3.2 3,3 3.4 3.5 3.6 3.7 3.8 

$7 each Foreign Surface. 4.1 4.2 4.3 4.4 4,5 4,6 4.7 4,8 



1.9 
2.9 
3.9 

A.S 



2.10 2.11 2.12 
3.10 3.11 3.12 
4,10 



Public DomainSoftware: 

$6,00 each tor subscribers (yes, even the new ones!} 

$7.00 each for non subscribers (three disk minimum on all foreign orders) 

Please circle your Public Domain Software choices below: 

Amazing on Disk: Al I , , -Source S LisGr>gs V3,B& V3S 

A«3. . Source fi L^sttnQS V4 5 & V4,& 

AI5. . SourcA & Lissr^s V4-9 
blNOCKulallon Disk: INI1-ViFusprolec«on 



At2. . Source S Llslr^s VA.4 

Air4- - Source & Ustrgs V4.7i Vi-fl 

Alti. , S^ur^ & Lisljr^s VA,1 Q 



AMICUS 



12 3 4 5 6 7 
20 21 22 23 24 25 26 



10 11 12 13 14 15 16 17 18 



Fred 

Fish 

Disks 



1 

20 
39 
58 
77 
96 



3 

22 

41 

60 

79 



4 5 6 7 8 9 10 11 12 13 14 15 16 17 

23 24 25 26 27 28 29 30 31 32 33 34 35 36 

42 43 44 45 46 47 48 49 5C 51 52 53 54 55 

61 62 63 64 65 66 67 68 65 70 71 72 73 74 

NA ei 82 B3 84 85 36 87 NA 89 90 91 92 93 

99 100 101 102 103 104 105 106 107 105 109 110 111 112 

118 119 120 121 122 123 124 125 126 127 (2B 129 130 131 

137 138 139 140 141 142 143 144 145 146 147 148 UE 150 

156 157 158 159 160 161 162 163 164 165 166 167 166 169 

175 176 177 178 179 180 181 182 183 184 155 186 187 188 

194 195 196 197 193 199 200 201 202 203 204 205 206 207 

213 214 215 216 217 218 219 220 221 222 223 224 225 226 

232 233 234 235 236 237 238 239 240 241 242 243 244 
|NA Derules disks reituved frent Ihe i»!l«ctiai| 

Please complete this form and mail with check, money order or credit card information 

PIM Publications, Inc. 

P.O. Box 869 

Fall Fliver, Fl/IA 02722-0869 

Please allow 4 to 6 weeks for delivery 



2 

21 

40 

59 

78 

97 

115 116 117 
134 135 136 
153 154 155 
172 173 174 
191 192 193 
210 211 212 ; 
229 230 231 



19 
38 

m 

76 
95 



113 114 
132 133 
151 152 
170 171 
189 190 
208 209 
227 228 



to: 



L. 











^^^K. .^^k. 


m 


riyiasterCardJ 


'^i^ '^^^ 






VIS^ 




Subscription: S 
Back Issues: $ 

POS Disks: $ 
Total; S 


— 



-J 



Amazing Reader Service Card 

Want to know more about Amazing Computing Advertisers and their prcxtucts? Here's your chance! 
Complete the card below and drop it in the mail (U. S. only). We will process your request and 
foAvard it Eo tlie appropriate advertiser. Quick, easy, and efficient — just like all the services of 
Amazing Computing; Your Original AM/G4 Montlily Resource. 



r 




Reader Service Card 



Name 

Street 

City 

Countiy. 



AC Oct. '89 Valid Until 12/n/89 
see page 96 for reference numbers 



ST. 



ZiP 



V Do you ov.n an Amiga* 
O 1. Amiga 1000 
O 2. AmigiSOO 
O i. Amiga 2000 



O 4 Soon 

O S- NctVa 

O 6. JuK Looking 



B. WtutAnug^sihjirdwaicpcoduadoroupLiTitobuyrml' 



O 1. Amigii500 
O 2. Amiga 2000 
O 3 McnviryExpan&ion 

O 5. IBM EmulaiCH] 

CSidccii or Biidgcboafd) 



O 6, Pfinio 
O 7, Modem 
O 8. .Mu*cToo! 
O 9, Video Produd 
O lO-CXhci 



E. Which cypcofanictc^ do YOMlikciosccri 

O 1. CLanguage O 

O 2. FonhLanguage O 

O 3. MnluU-SUn^ciage O 

O 4. Auembty Language O 

o $ aAsrCUnguige O 

O 6. Gtmc^cvicwi O 

O 7. ESuiincssRcvicwK O 

O e. MirdwarePr(KJiJciBeview.-A O 

O 9. Sofl'wjfcPjCtdua Reviews O 



in AmazingCoffl puling.^ 

10. ProgrammingHowTo's 

1 1 . BuMnc&s 1 Id^^'To's 

12. Video Artidcs 
]j. Graph icsArudcs 
H MuiicArudc* 

1 5. Hafd*viJC HowTo'i 
l6,PUSl;pdaics 
17, Interviews 
laOthci 



F- 'Vhidi amdcs would you Itke 10 see more of in Anu zing Com puling? 



CdCliai Amiga foftoiafeprocJuci do you pUnio buy ncu? 



O I. -C'Unguigc 
O 2. Porlh language 
O 3 Mo^uU-2Ungjage 
O -4 Auembtj'ljnguige 
O S a.\SICLingujgc 
O 6 Ej^tsuinmcni 
O 7 TdcctjrnmunicaUans 



O 8. Spccadshcd 
D 9^ Uaubasc 
O 10. Financial 
O U.VkIco 
O l2.Gnphk9 
O 13 MUS.C 
O 14.0thcr 



O 1. ■ClASisuigt 

O 2, Forth Laiigua^ 

O 3' Mo<liili-2LangLngc 

O 'I A»eml>lyUnguage 

O 5- BASICLiniiuiitc 

O 6 GimcRcvicwi 

O 7. B^isines5Jt£vicu.'5 

O 6 lUfdwa/ePnxiuaRtvicW} 

O 9- SoftwixeProduaBcviews 



O 10 ProgrammingHowTo'i 

O tl.BusinosHnwTo's 

O liVidcoArUdc* 

O 13.GraphlcjAnidc3 

O H.MuSitArtJdcs 

O IS llajdwareHowTos 

O l6.PDSL'p<liU:d 

O IT.lftiervicws 

O IS. Other 



:s. Wheredo you buyyou^Amiga produciy' 
O I U)calAm!ga[>ealer %. Winuhciur& 

O 2. DiKOuiiiDcpamncnlSlore O A. MailOnki 



C. Arc you isubKnbci loAmaiing Computing? 
O 1 Yea 2. \q 



Oci '89 1 



101 


102 


103 


101 


105 


221 


222 


223 


224 225 


106 


107 


ion 


109 


110 


226 


227 


228 


229 230 


lil 


112 


1!3 


114 


115 


231 


232 


233 


2i4 235 


Ii6 


117 


118 


119 


120 


236 


237 


238 


239 240 
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122 


123 


124 


125 


241 


242 


243 


244 245 


126 


127 


128 


129 


130 


246 


247 


248 


249 250 


131 


132 


133 


!34 


13S 


251 


252 


25} 


254 255 


136 


137 


138 


159 


140 


256 


2S7 


25S 


259 2*1 


141 


!« 


143 


144 


14S 


261 


262 


263 


264 26} 


I't^ 


H7 


14B 


149 


150 


166 


267 


26s 


269 270 


HI 


1S2 


153 


154 


155 


271 


272 


273 


274 275 


IM 


157 


lis 


159 


160 


276 


277 


278 


279 2B0 


l6l 


162 


IbJ 


164 


:6S 


281 


282 


283 


284 285 


166 


167 


16S 


169 


170 


216 


287 


288 


2S9 290 


m 


172 


173 


174 


175 


291 


292 


293 


294 295 


176 


177 


17S 


179 


IBO 


296 


297 


298 


299 300 


IHl 


1S2 


183 


1S4 


IBS 


301 


102 


303 


304 305 


186 


187 


IGS 


139 


190 


306 


307 


308 


309 310 


191 


192 


193 


194 


195 


311 


312 


313 


314 315 


196 


197 


198 


IW 


200 


316 517 


318 


319 320 


201 


202 


203 


204 


205 


321 


322 


323 


324 325 


106 


207 


2og 


209 


210 


326 


327 


328 


329 330 


211 


212 


213 


214 


215 


3J1 


332 


333 


334 335 


216 


217 


218 


219 


220 


336 337 


338 


339 310 



Amazins 
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Name 

Street 

City 

Country. 



Reader Service Card 

AC Oct. '89 Valid Until 12/n/89 
see page 96 for reference numbers 



ST. 



ZiP 



A. ^'VOUDwnanAmhgj? 
O I. Amiga 1000 
O 2. AmigiSOO 
O 3. Amigi2000 



O <■ Soon 

O 5. NocYet 

O 6. JuslLoolung 



B Wliai Amiga hard'vartpracJiiadDyoiJ plan 10 buy nexL' 

O 1, Amiga 500 O 4 Pnmcr 

O 2, Amiga 2000 O 7. Modem 

O 3. MemofyExpinsion O 8. MuhcTooI 

O ^. HardDeivc O 9 VnimProdua 

O S. IBMEmulaton O 10 Olhc; 
CSidearof Brtdgcbcard) 



K. Whidr type of aniclisidoyou Itkcco; 

O I. 'C'Lan^ige 

O 2 Forth ^^nguage 

O 3 Moduli -2 Unsjage 

O \. Aaembiy Language 

O 5 BASIC UnyTiigc 

O 6 GamcBcvicv-s 

O 7, Uusirkc&s He views 

O 8 Hiirdwarc Produa Beviewi 

O 9. Sofi^i^rcProdijaSevicws 



CWhat Amiga software produndo you pbniobuyncjiL' 

O 1, 'C'Unguage O a. SprradjJiccf 

O 2, ForttlUnguagc O 9 mubase 

O 3 Modula-iLinguage O 10 Pifiincui 

O A. AiKmbiyLang'Jigc O 11 Vxlco 

O 5- liASIC Unsuige O 12- Graphics 

O 6 EnieniinmcAt o l3 Muuc 

O 7. TelctDmmuniciLons O 14 Other 



F 'R'hidiinides'wouklyoulikeiO; 

O I CUnguige 

O 2, Ford] Language 

O 3 ^t(?dula'2I.anKuagc 

O A A^-Kmblv^-ingja^ 

O 5 HASICLanguigc 

O 6 GamcKrvmn 

O 7 [iLOincMiHevievb'S 

O 8 Hardware PfoductAeviefvi 

O 9 Software Produ a Reviews 



tee in Ama ling CompuUng? 
O 10. Pii^ramming hlowTo's 
O 11-BusJneHHowTo'a 
O IL Video ATUdnis 
O )5.GnphicsArucjes 
O H .MusicAnklcs 
O 15 Hardware Haw To's 
O I6.PDS Updates 

o ry.imcivicwi 

O IS-Olho 



of in Ama2in$ OMnpuun^ 

O 10,ProgramininsHowTo'» 

O II. Business HowTo'i 

O 12. Video Anidcs 

O l3 GraphlciArudcJ 

O 1^ MuiOcArtidci 

O 15 HiedwaicHowTQi 

O 16 PKtpdilo 

O 17.lnicrMcws 

O la.OdvM 



D. whefedoyoubuYyoorAmigipioduat* GAreyouisubicribcrioAmiiingComputing* 

O 1. Local Amiga Dealer O 3 -Miflufiaurcr O 1. Yes O 2. No 

O "L I>bCounlDcpa.-lmcnt&ti3rc O 4 Mailorder 



Oct '89 2 
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105 


221 
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224 225 
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107 
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226 


227 


228 


229 230 
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114 


lis 


231 


232 


233 


234 235 


116 


117 


lis 


119 


120 


236 


237 


238 


239 240 


tjl 


122 


123 


124 


125 


241 


242 


243 


244 245 


126 


137 


128 


129 


130 


246 


247 


248 


249 250 


131 


132 


133 


134 


135 


251 


252 


253 


254 255 


136 


137 


138 


139 


140 


256 


257 


258 


259 260 


141 


142 


K3 


144 


145 


261 


262 


263 


264 265 


146 


147 


148 


149 


ISO 


266 


267 


268 


269 Z70 


151 


152 


IS3 


154 


155 


171 


27J 


P3 


274 275 


156 


157 


158 


159 


160 


276 


277 


278 


279 280 


161 


162 


163 


164 


165 


281 


2S2 


283 


284 285 


166 


167 


168 


169 


170 


286 


287 


288 


rst) 290 


171 


172 


173 


174 


175 


291 


292 


293 


294 295 


176 


177 


178 


179 


180 


296 


297 


296 


299 300 


181 


1B2 


183 


IS4 


185 


301 


302 


303 


304 305 


IB6 


187 


ISS 


l» 


190 


306 


30-' 


308 


309 310 


191 


192 


193 


194 


195 


311 


312 


313 


314 315 


196 


197 


19S 


199 


200 


316 


317 


318 


319 320 


201 


202 


203 


204 


205 


321 


322 


323 


334 325 


206 


207 


208 


209 


210 


326 


327 


528 


529 330 


211 


212 


213 


214 


215 


331 


332 


353 


554 335 


216 


217 


218 


219 


220 


356 


337 


338 


359 340 
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BUSINESS REPLY MAIL 

FIRST CLASS PERMIT NO. 36 FALL RIVER, MA 



1 



POSTAGE WILL BE PAID BY ADDRESSEE 



Amazing 

P.O. Box 869 

Fall River, MA 02722-0869 



NO POSTAGE 
NECESSARY 

IF MAILED 

IN THE 

UNITED STATES 
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BUSINESS REPLY MAIL 

FIRST CLASS PERMIT NO. 36 FALL RIVER. MA 



POSTAGE WILL BE PAID BY ADDRESSEE 

Amazing 

P.O. Box 869 

Fall River, MA 02722-0869 



NO POSTAGE 
NECESSARY 

IF MAILED 

IN THE 

UNITED STATES 



M,HMIn,l.,l.l..l.ll<lMl,lMln.lll 1.11 



^ ^m ^m ^v ^m ^m ^m ^m ^m w^ ^m i^ ^m ^m. ^m ^m t^ ■* ^m ^ ^m ^m ^m ^m ^m ^m ^m ^m wmt h 

Save BIG on a SuperSub 

The best deal on Amiga Information! 

12 monthly issues of Amazing Computing plus AC' GVIDE^IMIGA 

3 Product Guides! Spring, Fall, and Winter! A savings of S32.25 off the newsstand price 
Please remember, the Product Guides alone retail for S6.9? each! 
D S36.00 U.S. C S52.00 Foreign Surface US44.00 Canada and .Mexico 

AC'S Guide ONLY! ^Fail '89 S4.95 U.S. DFal! '89 & mnter'90 S8.95 U.S. (save S4.95) 



Name_ 
Street 



Cit>' ST Zip_ 

Amount Enclosed QVisa D MC 



yjsA. 



Signature Expiration Date . 



J;u 00 iTjriiinum un ail cicCi; ard yrdcr^ a' a ij W service crurgc will be a-iietl- 
K.. jV--^ iTTjst be in LJ.S current" dnwn on a US tark Picsig altgw four to mx weeks fof pnxcsj^g 



Please Mail to: 




P.O. Box 869 

Fall River, MA 02722-0869 



Race this order form in an enveiope with your 
Check or Money Order. 



Amazing Deal! 



Name 

Address - 
City_ 



State 



Charge my DVisa DMC #_ 
Signature 



_ Expiration Date . 



ZijD. 



All Charges are subjea to a S20.CO minimum (cliargcs undi;r S20.00 will receiVL' a S2.0C' sen'ice charge.) 

PROPER ADDRESS REQUI RED. In order 10 expediie and gua/anlse your order, all large Public Domain Software orders, as well as mosl Back 

issue orders, are shipped by Uniled Parcel Service. UPS requires that all packages be addressed to a street address tor correct delivery. 

One Year Of AC! Please circle the appropriate item: New Subscription Renewal 
Our regular renewal now includes 12 monthly issues of Amazing Computing 
plus the Spring edition of AC' GUIDE^MIGA 

n 528.00 U.S D S44.00 Foreign Surface Q S36.00 Canada and Mexico 

(air mail rales available on request) 

Our New SuperSub! 

12 monthly issues of Amazing Computing PLUS AC' GUIDEJ&MIGA 

3 Product Guides! Spring, Fall, and Winter! A savings of S32,25 off the newsstand price. 
Please remember, the Product Guides alone retail for S6,95 each! 
n S36.00 U.S n $52,00 Foreign Surface Q 544,00 Canada and Mexico 

(air mail rates available on request) 



Telephone 1 -800-345-3360 



Please circle any 


additional choices below: 














Single Back Issues: 




1.1 


1.2 




.3 


1.4 1.5 


1.S 17 


1.8 


1.9 










$5 each US, 






2.1 


2.2 




2.3 


2.4 2.5 


2,5 2,7 


2.8 


2.9 


MO 


2.11 


2.12 


$6 each Canada & Mexico 


3,1 


3.2 




3,3 


3.4 3.5 


3,5 3,7 


3.8 


3.9 


J.10 


3.11 


3.12 


$7 each Foreign Surface. 


4.1 


4.2 




t.3 


4.4 4,5 


4.5 47 


4.8 


4.9 


t.10 








Public Domain Software: 


























$6.00 each for subscribers (yes 


, even the new ones!) 














$7.00 each for non subscribers 


(three disk minimum on ail foreign orders) 1 


Please circle your 


Public Domain Software choices below: 














Amazing on Disk: 


A#1... 


Source & Ustings 


V3.8i V3,9 


> 


^#2. , .Source 4 Ustings 


V4.4 












A#3. . 


Source * Lstings 


V4.S * V4.6 


J 


^#4. . .Source & Ustings 


V4.7 & V4.S 










A#5. . 


Source & Listings 


V4.9 




J 


^#6. . .Source 4 Ustings V4.10 










InNOCKulation Disk: IN»1...Virosproieaion 




















AMICUS 
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7 8 9 
25 


10 11 12 
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Fred 
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6 


7 S 9 


10 11 12 


13 


14 15 
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18 


19 
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23 


24 


25 


26 27 28 


29 30 31 


32 


33 34 


35 


36 


37 


38 


Fish 
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40 


41 


42 


43 


44 


45 46 47 


48 49 50 


51 


52 53 


54 


55 


56 


NA 


58 


59 


60 


61 


62 


63 


64 65 66 


67 68 69 


70 


71 72 


73 


74 


75 


76 


Disks 


77 


78 


79 


NA 


81 


82 


83 84 35 


86 87 NA 


89 


90 91 


92 


93 


94 


95 


96 


97 


98 


99 


100 


101 


102 103 104 


105 106 107 


108 


109 110 


111 


112 


113 


114 




115 


116 


117 


118 


119 


120 


121 122 123 


124 125 126 


127 


128 129 


130 


131 


132 


133 




134 


135 


136 


137 


138 


139 


140 141 142 


143 144 145 


146 


147 148 


149 


150 
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156 


157 


158 


159 160 161 


162 163 164 
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169 
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176 


177 


178 179 130 


181 182 183 
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185 186 


187 


188 


189 


190 




191 


192 


193 


194 


195 


196 


197 198 199 


200 201 202 203 
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206 


207 
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209 




210 
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212 


213 


214 


215 


216 217 216 


219 220 221 
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227 
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233 
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242 243 
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(NA Denoles diste removed from ths CMllection) 










Please complete this form and mail with check, money 


order or credit card information to: 














PiM Publications 


Inc. 
























P.O. Box 869 


























Fall River, MA 02722-0869 




















PIsase allow 4 to 6 weeks for delivery 















MasterCard 



® 



VISA 



® 



Subscriplion: S_ 



Back Issues: S_ 



PDS Disks: 



Total: 



Variable Dither - 

Computed internally at 
30 bits per pixel (over 
one billion colors). Gives 
you over 100,000 appar- 
ent colors on screen. 



Sophisticated. 



Flexible Text Rendering - 

Allows for anti-aliased — 
fonts, Rainbow Fonts and 
Transparent Fonts and 
more. 



Revolutionary. 



User-Controllable 
Transparency - Allows 
real time control of the 
amount of transparency 
and the location of the 
light source. 



Unlimited. 



Unmatched. 



Ji 




Super BitMaps with 
Auto-Scrolling - Real- 

-time scrolling on up to 
1024 pixels high or wide 
image with full overscan 
display. 



Flexible. 



Colorize - Play Ted 
Turner and add color to 
black-and-white images 
or change colors on 
already colored images. 



Powerful. 



^ Texture Mapping with 
Anti-Aliasing - Gives you 
super-fast warping and 
stretching of any image. 



Transfer 24 - Digi-Paint 3 
comes with Transfer 24 
image processing soft- 
ware to give you support 
of all Amiga resolution 
modes and the same 
advanced image proces- 
sing found with NewTek's 
best-selling DIgi-View 
Gold Video Digitizer. 



Intuitive. 



100% Assembly 
Language - Makes Digi- 
Paint 3 the fastest HAM 
paint program ever! 






• 




The Ultimate Paint Program: 



DICI*PAINT(3 



For more information call NewTek at 800-843-8934 or 913-354-1146 

Digi-Paint 3, Dtgi-View Gold and Transfer 24 are trademarks of NewTek Inc 
Circle 102 on Reader Service card. 




NewTek 

INCORPORATED 



